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THIS SEAL IS YOUR ASSURANCE THAT 
NINTENDO HAS APPROVED THE QUALITY 
OF THIS PROOUCT. ALWAYS LOOK FOR 
THIS SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE 
COMPATIBILITY WITH YOUR SUPER 
NINTENOO ENTERTAINMENT SYSTEM 


NBA « a registered trademark of NBA Properties, Inc The individual NBA team nsignias depicted are trademarks whch are Tire exclusive property of the respective teams and may 
not be reproduced without the written consent o 1 NBA Properties Inc National Hockey League Players Association and the logo of the NHLPA are trademarks of the NHLPAand 
are used under license by Electronic Arts. |ohn Madden Football *93 and EA Sports are trademarks of Electronic Arts. PGA TOUR « a registered trademark. 
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DRIVER 


Bulls vs. Blazers And The NBA® Playoffs™, NHLPA™ Hockey ’93, 
John Madden Football™ ’93 and PGA TOUR® Golf are the very best selling 
sports titles in the world. Why? Because as we say at EA "If it's in the game, 
it’s in the game." 

No messing with the rules to make life simpler. No make-believe 
teams or venues. No made up moves to add so-called excitement. 


smumim 



Take on real pros, in real conditions on real courts and courses and 
in real stadiums. 

That’s why they're the only titles that authorities like the PGA TOUR, 
the NBA, the NHLPA and John Maddon are willing to put their names to. 
Five million players can’t be wrong. 

£j\SPDRTS 

ELECTRON IC ARTS 

IF IT’S IN THE GAME, IT’S IN THE GAME 


Electronic Arts, 90 Heron Drive, Langley, Berks SL3 8XP. Tel: 0753 549442 
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TOTAL Is Britain's biggest-sclling mag for Nintendo gamers. 
FACT: Number of people who buy TOTAL each month: 


ABC Am* - Doc 1992 

81,313 






r~y News 

/ N HOT STUFF! Final specs on the 
Q J Nintendo CD-ROM and details of 
i J games in development for it. Plus. 

books that lend a helping hand. And 

shocker of the month: StarFox p*. _ 

not to be released^n^^^^^^ I IJf fVu^ 


Charts 

What's top, what's not, and 
what's a load of plop. Turn 
to page 9 for our concise 
but informative listings. 


Nintendo wannabes this month 
include: Alien 3 on the SNES 
and NES, Dr Franken 2 on Game 
Boy, and Bartman Vs 

-- Radioactive 

I Man ° n nes. 


Letters 

The chance for you to 
read what you've written 
Er. and what we wrote in 
reply. (Sorry!) 


Vikings 

/ They're big. they're bad. and 1 
they're bearded... Well, they \ 
have got beards, but otherwise 
1 Interplay's Lost Vikings are 

actually rather cute and lovable. 
This SNES game unleashes a whole 
new style of gameplay which 
^ leaves a lot of arcade puzzlers 
^ in the Dark Ages, as our 
I ) three Vikings venture across 
and time in search of a 


€ Nintendo of 
America Inc. 


space 

way home. Their journey 
starts on page 22 and is really 
going to go down in history! 


Special Agent Jarratt P.l. (licensed to w 
moan) is on the Mario case. Get the full 
story on the man with the moustache: what 
games he f s been in, how he began life, why 
nsfaceJs appearing on s andw ich boxes, and 
underwearscsndal. 


Sony TV, a 

** Vvith Lost 
kl «gs, and 
i‘ Vikings 
T-shirts 
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Letters 


Previews 


SNES Reviews 


GB Reviews 


NFS Reviews 


At last! The final part of our complete Zelda 3 player's 
guide, as well as complete solutions to Super Mario 
Land 2 on the Game Boy and Faxanadu on the NES. Plus 
- oodles of tips, cheats, and codes. 


TOTAL! Tactix 


TOTAL! Recall 


TOTAL! Traders 


TACTIC 


Subscriptions 


TACTIC m 


TACTIC 


Next Month 


CONTACTS 

Editorial 

Future Publishing, 30 Monmouth 
Street, Bath BA1 2BW 
Telephone 022S 442244 
Subscriptions 
The Old Bam, Somerton, 
Somerset TA11 7BR 
Telephone 0458 74011 
Photography Rob Scott 
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It's an oldie, but a toughie. If you 
haven't completed Faxanadu, now's 

_ - _ your chance to 

blow it away. 


Our three-part Zelda III solution 
reaches it's, er, fourth and final part. 
Sorry we couldn't fit it all in las^ m 
month, but this really is the end. 


Our Super Mt^j|J^id 2 solution's 
got ALL the secreMevels and a 
map of the evil Wario^sHBle. 


If you're gonna get a game for your Nintendo this month, you won't go far wrong with one of these 


LOST VIKINGS *— U 

Are you looking for something a bit out 
out of the ordinary? Well, this game's 
weirder than a Scandinavian joke book! 

King Arthur Page 28 
Terminator Page 30 
Super James Pond Page 32 
Tom And Jerry Page 34 
SNES Round-up Page 36 


JAMES BOND JR. f/ 0 ) 

Like father, like son. Jimmy 
Junior is on the case. 

RC Pro-Arn 2 Page 56 
Eliminator Boat Duel Page 56 
Stealth ATF Page 61 
Super Sports Chall. Page 62 
Double Dribble Page 64 


ALFRED CHICKEN {~JJ L 

This game's no turkey, but V y / \ 

it's finger-lickin' good! 

Crash Dummies Page 44 
Empire Strikes Back Page 47 
Alien 3 Page 48 
Little Mermaid Page so 
The Flash Page 51 
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doing, thus avoiding slow-down 
when the SNES has loads of 
graphics to handle at once. 

Now. all this techy stuff is pretty 
rfnpresstve. but what we really 
want to know is what the games 
are gonna be like As ever. 

Nintendo themselves are going to 
be the programmers to watch, and 
their first releases should reveal the 
CD-ROM's true potential Trouble 
is. Nintendo are so tight 
lipped about their soft- 
j 1 ware development that 

^ 00 one s go ,n g to know 

v what their games are 

-on like until they're out - 

• although it's likely that 

there will be a live- 
action Mario game. So what about 
other programmers? Well, most of 
the games that have come out for 
the CD systems currently available 
on other machines have been a bit 


With design details finalised, it's a g 
ROM unit will be the spitting image 

G et this! Here's the news 
everyone's been waiting 
for-the final specifica¬ 
tions of Nintendo's Super NES 
CD-ROM, the Nintendo Disk Drive. 

It will be a 32-bit machine (both 
SNES and Mega Drive are 16-bit), 
with 8 Megs' worth of memory 
(RAM) built in, and will be roughly 
the same size as the Super NES. The 
games themselves will be XA 
compatible - a CD game standard 
used by the Philips CD-I machine - 
and unlike conventional music CDs 


they'll be fed into the unit inside a 
special plastic case. 

The Nintendo Disk Drive will 
come with a custom system 
cartridge that plugs into the top of 
the Super NES and The S 
contains most of the 
info that the SNES 
needs to run the CD- will I 
ROM. The system 

cartridge also has a bit ac 
custom chip called 
HANDS-the Hyper 
Advanced Nintendo Data transfer 
System. HANDS is basically an extra 
processor that just reads the CD- 
ROM's RAM and lets the main 
processor get on with whatever it's 


of a disappointment - nice graphics 
and sound but naff all gameplay to 
go with 'em. 

Sega's Mega CD has a few 
games out but the big problem it 
has is that it's stuck with the Mega 
Drive's graphics. So tar the games 
have had lots of impressive anima¬ 
tion but the graphics have looked 
like poorly digitised cartoons or 
videos (which they have been). 

The PC series of computers has had 
CD-ROM for a while now and the 
256-colour PCs give a good idea of 
what the SNES CD’s graphics will 
look like. Some of the PC games 
have stunning graphics and sound 
but they're still lacking the all- 
important gameplay. 

Take a gander at these screed- 1 
shots from various CD games and 
see what could be in store for you 
when the Nintendo Disc Drive 
appears in early 1994 


SUPER NES CD-ROM TEK-SPEX 


Main memory 8 Megabit D-RAM, 1 Megabit PS-RAM 
Addttional Memory 4 Megabit D-RAM, 2 Megabit System ROM 
Co-Processor 32-Bit RISC with a 21,477 MHz clock speed 
CD-ROM drive Standard access time 0.7 seconds 


The PC CD-ROM's visually stun¬ 
ning Seventh Guest is tipped to 
be an early SNES CD release. 


For the inside info, read TOTA 
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MO STARFOX FOR UK! 



A aargh, it's enormous personal disaster time 
- you won't be able to buy StarFox in the 
UK! One of the fabbest games ever, it scored 
96% in last month's TOTAL but sadly no one in 
this country will be able to play it. 

Why not? Well, for some unknown reason 
Nintendo aren't allowed to use the name 
StarFox - it could be because there was an 
old Commodore 64 game called Starfox back in 
1986 So instead of being called StarFox, here in the UK 
Nintendo's game will be known as StarWing. Don’t worry, though- 
the game's just the same and just as brill as the American and Japanese 
StarFoxes Phew - what a relief! 

There's good news for die-hard gamers who want the import StarFox 
- you can buy a adaptor to let you play it on a UK machine. It works the 
same as other universal adaptors but has been designed to cope 
with StarFox's Super FX chip. You can get 
the adaptor from Jive Consoles in 
Leicester on 0509 211335 
And here's another 
StarFox snippet We've^ 
heard that some 
people are so 
desperate to get their 
mitts on Nintendo's new wonder- 
cart that copies have been shifting for up 
to £1201 It's Street Fighter II all over again. 


iterix on Nintendo 




aving already starred in loads of comic books and films, 
Asterix is now about to make his b:d for Nintendo glory, 
with French software house Infogrames due to release Asterix 
games on all three Nintendo machines. 

Game Boy Asterix will be out in June and is set over four 
different worlds, each with three levels - we'll have a full 
review very soon. The SNES version, not due out until 

September, along with the 


NES one, will have 40 levels 
set over 5 worlds All the 
games will be arcade plat¬ 
formers and promise to be 
full of the usual Asterix 
goodies - wild boars, 
Romans, pirate* and 
hordes of Gauls stuffed to 
the gills with Getafix's 
| magic potion 


O h no, not another SNES joypad? Nope, it's actually the Hudson Soft 
Shooting Watch, the latest loony gadget toy from Japan. It's basically 
a digital watch that looks a bit like a SNES pad and comes wrth a very sflly 
game built in. You have to press the buttons as fast as possible in order to 

register as many presses as you can in 10 seconds. Sounds 
naff, but everyone at TOTAL'S got sore fingers 
from playing it (except Steve, who cheated 
and used a pen). It’s already been a big 
hit in Japan, where tons of Shooting 
Watches have been sold at 800 yen 
(around £5) a shot but it's doubtful 
you'll be able to get one here. Shame! 



Catch up on all the latest 
Nintendo news from the USA 


RAGE AGAINST THE MACHINES 

Now this is we^d. Over on the East Coast of the US a watchdog group 
called Parents Against Video Game Violence (PAW) has been set up by 
parents who think that some games are too violent for kids to play. They 
even publish lists of what they consider to be the most violent titles and 
suggest that people boycott these games or watch out for the violence in 
them Well, in our opinion people should be much more concerned with all 
the real violence in the world instead of getting all steamed up about the 
cartoon violence in video games. 


NINTENDO VERSUS SEGA 

The battle between the console giants goes on. Nintendo reckon there are 
8.7 million Super NES systems in American homes and Sega claim to have 
7.5 million Mega Drives out there, with both of them 
saying they are in first place. However. Sega's new 
Menacer gun won't have a new 
game for six months and 
the Mega CD still hasn't 
got a decent game, 
so video games 

1 1 t pundits in the 

I ^States are saying 
that unless Sega 


gets its act together it will 
lose out to the SNES the same way that 
the Master System lost out to the NES. 



STREET FIGHTER II 
ON NES! 

No, straight up, it is coming. Honest 
Since 5FII hit the SNES last summer 
every gamer’s wanted it but nobody 
thought it would make it onto the NES. 
Capcom, who make the game, have 
apparently decided to release it on the 
NES, but not for some time yet. (There's 
actually already been an 5FII game on 
the NES, but it was a highly illegal 
version written in the Far East without 
any official licence and as soon as it 
appeared all copies were seized.) 




BATTLETOADS AND 
DOUBLE DRAGON 

Two of the biggest stars of NES games are to unite in 
an all-new adventure. Not surprisingly, the Double 
Dragon/Battletoads game will be a scrolling beat 'em 
up, mixing the styles of the two games and featuring 
Zitz, Rash, Pimple, Billy and Jimmy trying to rescue 
some mutual chums and at the same time seeing 
which team's the best. It’ll be out in the US in May. 


AT THE MOVIES 

Check out these forthcoming 
attractions on the Super 
NES... Big movie licences 
coming soon to a Super 
NES screen near you 
include Toys (a decid 


edly weird and whacky film about a toy 
factory, starring Robin Williams), T2: 
Judgement Day, Last Action Hero (the new 
film starring Arnold Schwarzenegger), The 
Empire Strikes Back, The Untouchables and 
Cliffhanger (Sylvester Stallone's new flick 
about mountaineering). 
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CONSOLE GAMES 
GUIDE 


Read all about it! 


True Nintendo nutters can check out the masses of books covering NES, Game Boy and Super NES games. 
Here are the latest releases which you can get hold of from large bookshops and video games stores. 


R emember the Barcode Battler 
we told you about a while 
back? It's a strange games machine 
from Japan which reads barcodes to 
give you points and power-ups in 
specially written games - get a 
better barcode and you stand a 
better chance of winning. It all 
seems hopelessly random to us, but 
anyway, pretty soon there'll be a 
Barcode Battler available for the 
SNES so you too can experience all 
the 'fun' of barcode battling. 


Gameplayer's 
Encyclopedia of Nintendo 
Games, Volume 6 £14 

Strange, this. It's more like 
a 200-page mag than a 
book but it only comes out 
every quarter. So most of its 
reviews are out of date, and 
the tips aren't very good 
either. Can't think who'd 
want it at that price. 


ImAwo snunqil 


Cornish's Console Games 
Guide £10 

An A-to-Z of tips, codes and 
cheats for all the Nintendo 
machines, all Segas. the 
Lynx. Neo Geo and PC 
Engine. There's 300 pages 
of good stuff but it's not 
worth it if you've only got 
one or two of the machines. 


Conquering Zelda 
Adventures £12 

Hints, techniques, maps 
and step-by-step solutions 
to Zelda I & II on the NES 
and Zelda III on the SNES. 
The guides are excellent 
and all Zelda fans should 
find them useful. 


Awesome Super 
Nintendo Secrets £10 
Excellent guides to 21 SNES 
games, including very 
good solutions to Zelda III, 
Super Mario World and 
Street Fighter II and lots of 
helpful pictures too. Best 
of the SNES books we saw. 


Stick it out! 


just too much in 
every sense of I 
the word. 

H ProPad «s 

a 1 a replacement pad for the 
U SNES and jolly spanky it is too. 
A The buttons are a little more 
dicky than the standard pad 
H but it's got autofire and is a 
■ good buy if you’ve worn out 
^ m your original pad. 

The Topfighter is a massive SNES 
stick designed with Street Fighter II 
in mind. With a great stick and 

— 1 really sturdy buttons it's 

^ I the closest to an arcade 

jk I stick we've seen. If you 

^ I fancy getting a Topfighter, 

I check out TOTAL'S Mail 

- J Order section on page 84. 


T here are plenty of new 

Nintendo joysticks out there 
Here are just a few of 'em. 

The Megastar is 
for the NES, costs 

a t 

meaty affair. It's - 

designed for table- ^ 

top use, but both 

the stick and the > 

buttons are just too 
'ard to use and need 
a lot of pressure to get any 
response on ^ 

screen. It's a 
shame, as it looks 
quite smart. 

The Handy Boy 
is the most exces- 
sive Game Boy 

add-on yet. It's got a stereo ampli¬ 
fier, a joypad, a screen light and a 
magnifier. And sadly, it's all a bit 
much. The joypad makes the 'Boy 
difficult to use, and the magnified 
and lit screen doesn't look too 
great. And at £30 the Handy Boy is 


(real name Richard 
James) loves to play his Game Boy, 
especially Tetris, when he's not 
working at the studio. Richard 
says: 'I used to write my own 
sequencing programs on the 
Spectrum, believe it or not.' and 
he's recently done remixes for 
indie band St Etienne. Look out 
for him in the charts soon. 


Famous Nintendo 
Gamer Number 15 
The Aphex Twin 

Who? Well, Mr Twin is the techno 
electro music blokey who's going 
to be the next big thing on the 
dance floors. (Probably.) Aphex 


Compo Winners 


We had tons of entries to our Jimmy 
Connors compo, but most were 
wrong. The winners were M. Daly, 
Prodsham; B. McCarvel, Glasgow; R. 
Beckett, York; I. Bevan; Halesowen; 
C. McComish, Belfast; R. Fyffe, 
Carnoustie; N. Streeter, Crawley, D. 
Shirlaw, Langside; A. Evans, 

Swindon; Ben Hill de Vries, Hyde. 


P irated Nintendo games aren't much of a problem in the UK. but oyei 
in the Far East it seems that every Tom, Dick and Harry is knocking off 
counterfeit copies of the latest games. Nintendo recently worked with 
Hong Kong customs agents to raid 40 shops and three factories, and nearly 
three million quid's worth of illegal carts was confiscated. 
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Charts compiled by Whizz Kid Games. Mail order hotline: 0689 891000 



▲ Goin' up ▼ Goin' down 
• Goin' nowhere ★ New Entry 


NES 


1 ★ Micro Machines 

Small cars, big fun. A worthy chart-topper. 
TOTAL rating: 92% 

2 A Kickle Cubicle 

Cracking puzzler with a cheap price tag. 
TOTAL rating: 62% 

3 ▼ Dizzy 

Neat adventure - worth shelling out for! 
TOTAL rating: 90% 

4 A Lemmings 

Brill NES version of this life-saving puzzler. 
TOTAL rating: 85% 

5 V Super Mario Bros 2 

Doki Doki Pen? See p40 where all's revealed. 
TOTAL rating: 79% 

6 ★ TMH Turtles 

The green team are still doing the rounds. 
TOTAL rating: Not reviewed 

7 ▼ WWF Steel Cage Challenge 

Naffo wrestling sim, but you lot love it. 
TOTAL rating: 40% 

8 ★ Bayou Billy 

Pathetic Zapper game. STOP BUYING IT! 
TOTAL rating. 22% 

9 ★ Bugs Bunny Blowout 

Don t blow cash on this pooey platformer. 
TOTAL rating: 31% 

10 ★ Home Alone 2 

More average antics from Macawful Culkin. 
TOTAL rating: 61% 

Charts produced by Gallup in association with Penguin. © 


GAME BOY SIUES 


1 • Super Mario Land 2 

You've all got it, so turn to page 72. now! 
TOTAL rating: 70% 

2 ★ Lemmings 

For gamers with NO suicidal tendencies. 
TOTAL rating:90% 

3 ★ Crash Dummies 

Slick 'n' Spin make something of a hit on GB 
TOTAL rating:70% 

4 ▼ Star Wars 

Luke Warmwater and chums get spaced out. 
TOTAL rating: 80% 

5 • Alien 3 

Ribcage-crackingly good fun. (Uuurghhh...) 
TOTAL rating: 83% 

6 • WWF Superstars 2 

Oh gawd, not this crowd of jokers again. 
TOTAL rating: 44% 

7 ★ Bart Vs. The Juggernauts 

We've got no truck with this crappy game. 
TOTAL rating: 45% 

The Arcade Game 

Fast and furious shooty conversion. Smart! 
TOTAL rating: 71% 

9 ★ Tennis 

Good to see this brilliant tennis game back. 
TOTAL rating: 95% 

10 ▼ Home Alone 2 

Here's sulkin' Culkin bringing up the rear. 
TOTAL rating: 57% 

1993 ELSPA. 


1 • Super Mario Kart 

Terrific two-player split-screen racing. 

TOTAL rating: 82% 

2 ▲ Spider-Man And The X-Men 

Not very heroic, and not very super either. 
TOTAL rating: 67% 

3 • Bart's Nightmare 

It certainly doesn't play like a dream. 

TOTAL rating: 53% 

4 ★ Prince Off Persia 

Huh, ponce of Persia more like. 

TOTAL rating: 84% 

5 ▼ Pilotwings 

Go on, Nintendo, give us a sequel! 

TOTAL rating: 91% 

6 A Super Ghouls And Ghosts 

Tough platformer with a high spook factor. 
TOTAL rating: 87% 

7 • Super Soccer 

Clever Mode 7 footy sim (with no rules!). 
TOTAL rating: 80% 

8 T Super Mario World 

Bestest Mario platform game ever. Nearly. 
TOTAL rating: 98% 

9 ▲ Super WWF 

The only game for WWF fans to have. 

TOTAL rating: 88% 

10 ★ Exhaust Heat 

As interesting as Nigel Mansell's moustache. 
TOTAL rating: 59% 
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1 Super Mario Land 2 

TOTAL rating: 70% 

2 Alien 3 

Total rating: 83% 

3 Lemmings 
TOTAL rating: 90% 

4 Crash Dummies 
TOTAL rating: 70% 

5 T2 - The Arcade Game 
TOTAL rating: 71% 

6 Hunt For Red October 
TOTAL rating: 40% 

7 Universal Soldier 
Not reviewed 

8 Star Wars 
TOTAL rating: 80% 

9 Tiny Toons 
TOTAL rating: 89% 

10 Krusty's Fun House 
TOTAL rating: 84% 


M 


1 Mickey Mouse 

TOTAL rating: 81% 

2 Axelay 

TOTAL rating: 81 % 

3 Lemmings 

TOTAL rating: 81% 

4 Red October 

Not reviewed 

5 Prince Of Persia 

TOTAL rating: 84% 

6 Harley's Adventure 

TOTAL rating: 45% 

7 Jimmy Connors 

TOTAL rating: 93% 

8 Out Of This World 

TOTAL rating: 74% 

9 Lethal Weapon 

TOTAL rating: 69% 

10 NCAA Basketball 

Not reviewed 



Top of the imports: 
SNES Mickey Mouse. 



Mario is still kickin' 
butt on import! 



Chart Talk 


What's happenin' and 
what's not! 


Codemasters are doing well on NES, 
with some of the old, cheaper games 
making an appearance. Odd to see 
SMB2 but not 3 - could it be that you 
missed it first time around? 

Top Tip: Anything cheap. 

The Game Boy charts are just shuffled 
round from last month. The only newies 
are Crash Dummies (no surprise there) 
and Tennis (which is three years old!). 
Top Tip: Super Mario Land 2 rules. 
SNES owners are still going for the big 
licences - it's going to be a right scrap 
when the UK versions of Mickey Mouse, 
Alien 3 , Star Wars and StarFox (to be 
known as StarWing) come out! 

Top Tip: StarFox will win in the end. 

You can get a weekly update of the Official Gallup 
Nintendo Chart on Digitiser, Teletext, page 470. 
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Get into your flame proof combat suit, strap 
into the cockpit of the AX ELAY stratafighter 
and stand by to launch into six sanity crushing 
worlds, all occupied by the Armada of 
Annihilation. Your mission - to seize the 
Axelay’s secret weapons stolen by the evil 
enemy - but be warned, they’re not going to 
give up easily and the fight of your life is just 
about to begin. 






The Great Octopus has threatened to destroy 
Earth. You must help Parodius and his friends m 
their quest to find and destroy the villainous, 
scheming squid so that Earth may enjoy life in 
peace once more. 


S UPER 


VERSION 







Original 


Nintendo 






Seal of 
Quality 


The sands of time are against you as you fight your way 
through 20 perilous levels in your quest to rescue the 
Princess from the clutches of the evil Grand Vizier Jaffar. 
Will you be successful and claim the royal residency before 
the hourglass is empty? 
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Stevie's Shorts 
Keep 'em to 
the point and 
you could win 
a prize! 



Dear TOTAL, 

When I saw your review of the Pro 

Action Replay I rushed out and bought 

it, but when I opened the box It didn't 
have an extra port on the back so I 
couldn’t use it as jn adaptor. A Icq, 
instead of having cards with all the 
codes on, it had a booklet with all the 
codes on. Have I got a pirate version (it 
does the same job as the 

one you reviewed)? 

Adrian Waftho (11), 
Norfolk 

Woolworths decided 
to sell the Action 
Replay, but they 
didn't want to 
upset Nintendo so they 
asked Datel to take the 
adaptor port oft the back. If you 
want to use it as an adaptor, send it 
back to: Datel Electronics, Govan Road, 
Fenton Industrial Estate. Fenton, Stoke* 
On Trent 5T4 2RS. Include a cheque for 
£10 to cover the full price of the cart, 
and they'll send you an Action Replay 
with universal adaptability. 

Dear TOTAL, 

Your TOTAL Special was very good but 
I was somewhat disappointed with the 
tips for Low G Man and Super Tennis 
The cheat did not work and neither did 
the passwords for Super Tennis, and 
there are no vowels in the password 
screen for Low G Man so passwords 
like ELLE and ISAC did not work. So 
could you consider a 'cock-up corner' 
for cheats that do not work? 

Owen Lyons (13), Liverpool 
Er ... yes. Sorry about that. The person 
responsible has been sauteed in 
vinegar. The correct codes for Low G 
man are MICH (level 1); FLLF (level 2); 
5CRD (level 4); and MP45 (level 5). Try 




letters we print each 
month. The sender of our 
star letter gets a superb 
Philips personal stereo, a 
Moving Sound T-shirt, 
duffel bag and personal 
stereo holder! All the 
other letters which get 
printed in full receive a 
T-shirt, duffel bag and 
personal stereo holder. So 
what are you waiting for - 
get writing! 


PHILIPS 


±1AS0UND\A 

Write to TOTAL 
and win some 
Philips 'Moving 
Sound' goodies! 

Our chums at Philips have 
kindly stumped up some 
brilliant prizes for all the 


If you want to see your name in the mag. Just send 
us a witty, original letter full of incisive questions 
and intelligent comments. (Alternatively, you could 
simply send us loads of dosh.) 


this will lead to the demise of 
console gaming. No sooner had the 
Super NES been released than the 
Super-CD was announced This is 
one example of ludicrous 
marketing by the console compa 
nies. What are the team's thoughts 
on the matter? 

I subscribe to Super Play and 
regularly buy both TOTAL and 
GamesMaster magazines I think 

that the small competitions and 
comments down the side of the 
pages in GamesMaster mag are a 
great idea. Can we expect any such 

touches of brilliance in the pages 

of your magazine? 

After the excellent Super 
Mario Kart, will there be a 
second game released on the 


qames-playing public were 
expected to pay out hundreds of 
pounds for the new systems, as 
many people did. For a while this 
state of affairs was quite accept 
able, but then came the advent of 
the consoles. I own a Super 

P Nintendo, as do 

>und 800,000 
people in the 
UK But I am 
concerned 
that as more 
ew systems 
eased and old 

ones get either shoved 

under beds or sold to sad people 
that there will be many people 
who get fed up with always having 
to buy the latest equipment and 


Dear TOTAL, 

I am writing to you on an 
extremely boring half-term 
Wednesday to ask a few 
questions. 

mid 

choose from, those 
being the Sinclair Spectrum, the 
Commodore 64 and the various 
Amstrad CPCs. With the introduc 
tion of the Amiga and 5T the 
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Giving credit where 


Weird Places I've Played My Came Boy 


these Super Tennis codes: CM7U3BT 
NS1RS57, RUH5QT3 DT994D9. F9QGJST 
K8XD3HR, FTLWMT1 2JP; and K8XD3HR 
FTLWJPC, 2GNYBQ1 4065C6P, DJSTK8X 
D3HRFTL, WJPVKMW 1JJ. 


courteous to list all of their 
names? We shall both conti 
buy TOTAL but will have res 
tions about sending in tips f 
now on. 

Mr R. Bull, Romford 


be duplication, and most tips are 
identical, no matter who sent 
them in. We got the map of Dr 
Franken s castle direct from Elite 
(who coded the game) so it's no 
wonder your friend wasn't cred¬ 
ited. It's often difficult to list 
everyone's name (we're bound to 
miss someone out), and since only 
one person gets the prize, we just 
credit the person whose tips we 
use in the mag. in the case of 
maps and 
complete solu- 
I tions, we credit 
I the person whose 

stuff was clearest 
and easiest to 
■T&CTIC follow. STEVE 


Dear R., 

We get zillions of tips sent in to 
us every day so there's bound to 


Cracking the 
codes: Tennis 
& Low G Man. 


Dear Steve, 

Why do you insist on trying to be so 
funny when doing the reviews? All I 
want to know is what you have to do on 
Road Runner, not a display of what your 
****ing computer can do by shrinking 
sprites etc. Every month it's the same 
‘loads of funny captions under the 
screenshots' - ha, ha, ha, ha, ha, ha - 
loads of funny pictures relating to the 
screenshots - ha, ha, ha, ha, ha, ha - 
there's so much crap on the page it s a 
****ing chore to read it Cheers. 

Mark (the Kiss fan) 

Well, oddly enough, Mark, we try to be 
funny so that the magazine is enter¬ 
taining. Mind you, as you're a Kiss fan I 
suppose that would be an alien concept 
to you. 


tactix 


Super-CD with maybe more 
courses and better music? 
Congratulations on a well- 
produced mag! 

James Templeman, Reading 


afraid people are never satisfied. 

Also, it takes a long time to 
develop a new console or 
computer and so they're out of 
date the second they hit the 
market - especially when 
competing console manufacturers 
are just waiting for a machine to 
appear so they can launch their 
new, better one. It's a vicious circle, 
with us in the middle. 

I think TOTAL already has its 
fair share of brilliance without 
resorting to copying the far 
inferior and decidedly 


GamesMaster mag (er, only 
kidding, Jim, me old mate!). 

Well, I'm happy to tell you 
that after many discreet 
phone calls and some intense, in- 
depth investigative journalism, I 
don't have a flippin’ clue Let’s wait 
until the CD unit is on sale, eh? 
STEVE 


Dear Jam, 

That's progress, I'm afraid. But 

don’t blame the console manu¬ 
facturers: it’s all down to people. If 
people didn't always want new, 
bigger, louder, more colourful, 
more intricate games..then 
everyone would be happy with 
their machine and no one would 
bother producing new 
consoles. But I'm 


A matter 
of Mattel 


Dear TOTAL 

Is it possible to link my NES up to 
speakers to play soundtracks from my 
games? If so, how? Are the extra plug 
holes on the side of my NES for linking 
up to speakers? Finally, is it possible to 
link my NES up to a video so that I can 
record my gameplaying? 

Tom Hodgson, Chester-Le-Street 
The two sockets on the side of the NES 
output video and audio signals. So. with 
a simple cable and phono plugs you can 
feed the sound into your hi-fi (it'll only 
be in mono, though) and feed the video 
into your VCR (as long as it's a new 
machine with a ’video in' socket). You 
can try using the RF lead, but I don't 
think the results will be too good 


Dear TOTAL 

Yo, my name's Az and I thought I'd 
write in for some reason. Anyway, 
can you answer these questions, 

On a few NES games it says 
I 'NES version' and on others 
'Mattel version'. What's the 
difference between them? 




Dear TOTAL, 

I am disappointed in you! In the March 
issue you printed an advert for the 
GamesMaster magazine, which featured 
a review, by you, for the Mega Drive 
game Rolo To The Rescue. You say that 
Mega Drives are sad and that their 
games are drivel (with the exception of 
Desert Strike) yet you give this game 
84%! You should say what you really 
think in TOTAL (ace mag) and not be a 
TOTAL hypocrite. 

Daniel Pearson. Workington 


(Number 14) 


NAME Lucy Walton 
AGE 14 years 

FROM Newcastle-upon-Tyne 
FAVE GAMES Q*Bert, 
Gremlins 2, Mario and Tiny 
Toons. 


That daft Lucy Walton is a bit of a mixed up 
kid. I don't know what she's cement to be doing, 
better be careful or she might give herself a nast; 
Anyway, you just stay there and play your Game 
while we phone for the men in white coats from 
Department Of Weirdness to come and collect yoi 

Oi! We know you weirdos are out there! Send all those[P«*>«&»' 
antics to: Weird Places I've Played My Game ®° y n J. 0 J^ « nd “ u 
Avon BA1 2BW. We'll print any really unusual ones and send you 
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I 'm not 3 hypocrite I stuti don t thine 
very much of the Vlegai Drive, but the 
game ftolo To The Rescue *s worth 
8*£ c x, compared to other Mega Drive 
games The best Mega Drive game si* 
isn't anywhere rear as good as the best 
SNES game, though 


Dear TOTAL. 

For starters I'll say your mag is ace I think you balance 
out your SNES, NES and Game Boy coverage and all the 
people who complain about your mag are nuts! Please 
could you answer these questions for me? 

I’m thinking of subscribing to TOTAL. In issue 14 you 
'! talked about a letter you had written exclusively to 
subscribers Will you continue to do this? 

l-m going on holiday to Greece this summer. Do you 
i_ .t <i,m, ....it cell ^nv Game Bov games and if 


Dear TOTAL, 

Where, ch where has the picture page 
d sappeared to? There are so marry 
good artists out there and most people 
Uke to iook at and enjoy the pictures 
they draw Surety you can spare a page 
Of two for this? 

Robert Smrth. Nottingham 
Sorry, but no. With so much N'tendo 
stuff to look art. a page of arraie-ir 
drawings seems a bn of a waste. And. 
lets be bruta% honest we weren't 
getting %ery good ones anyway 


Dear 'Buster', 

Yes indeed. Every issue, 
full of drivel from me. v 
compos (sort of). 

I think Game Boy carts 
1 expensive 


in Greece will be rare and 
(like Jimbo's girlfriends). 

Konami have no plans to release Tiny Toons 2 befor 
September, so you'll have to hold your breath. 

It's possible Penguin Wars is the US version of King 
Of The Zoo. If it says 'For sale and use in USA. 
ada and Mexico only' on the box. it s a grey import. 
I'd never noticed this, but I checked our vast stock c 
Rnu hoxes and the ones marked 'official' are 


Dear TOTAL. 

There was a rumour that Camerka were 
going to make NES games or tape Vou 
could play these games via a special 
NES-type interface, which wow'd make 
the pr<e of games drop. H thrs true 7 
Abo. i thought Camerka were gc-mg to 
bnng out a portable NES ca'fied the 
Express Ard lastfy 
S . what the he 19 n this 

*# n? ffc thmg (see picture) 7 
*\ £ Gordon. Hutton (13), 
i SE. . . Strathaven 

) reckon a tape-teased 
HI device ivo-u'id be 
completely 
crap 

- - 

S4< to ioad - 
gust think how 

Jong you'd have to wa t to Hoad a 50CX 
WES game. 

Likew-se. a portable NES is pretty 
pointless -1 mean, look at the s \ze of 
the carts .t s not exactly going to be 
hand-held, as it. by the time you've got 6 
AA batteries in ft plus a decent-sized 
colour screen. 

The thing m the picture #s the DAC 
Tiimendo-coiripatebie consc-e Basically, 
it's a machine which runs NES cans from 
Japan. America. Asia ar«d the United 
Kingdom {v.nidh is a bit dever, really ii 
They were first advertised a few years 
back but they obviously d on't catch on 
at all STEVE 


game paks 


■h.rr about a tnose games from 
tre eat 1980s .-wh^h had c/ap 
graph^s but had gamepiay that 
.vas beyono oexef** So p ease, soft¬ 
ware compar es, make some 
astouPc .ng games for ’'he future! 
Nils Johnson, Bucknell 


3 We thought NMS were a bit 
hard on Death Valley Rally ft’s 
not brilliant, but it's funny ana 
pretty playable (and M. J. Storey of 
Leicestershire reckons ft's very, very 
good So there) 

jm The Angler gets a 
spin decision 

\ • 

buttons are okay, but 
your fingers tend to miss the R and 
L buttons (Basically, I don't think 
it's a patch on the standard pads 
you get when you buy your Super 
NES ) STEVE 


Why d»d you stop 
™ ml TOTAL Teaser? 

3 Last tsh (issue 15) you 

reviewed Death Valley Rally 
and you gave it 75°b, but ir NMS 
they gave it 37*o. I really want 
to get the game, who 
should l believe'* 

4 I’ve seen the SNES 
Angler joypad in 

but one of my friends 

says that it’s crap Do you reckon 

it's worth buying? 

TOTAL is an excellent mag Keep 
the good work up, boys! 

Az Saleem, Altrincham 


Dear Nils, 

Don’t forge* that there was ah 
awful lot of dress a r ou*' d n the 
1980s as we i S: ‘ it s fair 
corr ( nerrt but o r *ne whole ! think 
the software rorr.oar es a*e 
getting t about '»gbt - ar a in my 
opinion most of the real.’/ smart 
games are on the Game Boy. which 
isn't exactly nctec fc r ts grapnics 
capaoilitfes 1 STEVE 


Worried 
about the 
future 


Dear Az, 

Yo right back at ya 

'NE5 version’ games are the 
■ newer ones, while the 'Mattel 
version' ones are older. When the 
NES first made its appearance- in 
the UK it was produced by Mattel 
in America. Now they're made in 
Japan (I think). 

2 Why not? We'd done quite a 
few of them and we thought 
it was time for a charge (and 
there's still going to be loaas of 
other competitions in TOTAL for 
you to enter) 


Write to us! 


Send all your letters to : 
TOTAL Letters, 

30 Monmouth Street, Bath, 
Avon BA1 2BW 


Dear TOTAL, 

I am worried about the future of 
video games because all these soft¬ 
ware houses are trying to put too 
many fancy graphics mto the 
games and are not bothering 
about the playabilrty I mean, what 
good is a game that has really flash 
graphics but zero playability? Just 


Sorry, but we can only 
answer letters in print and 
can't reply to anyone person 
ally, even if you send an sae 
- we've got a magazine to 
produce, you know! 


Dear TOTAL, 

1 heard that the NES .s gomg to have 
Street f ghter 2 for i% so v/<il they do a 
version for the Game Boy 7 And f so, wil 
they go the whole hog a no make a 
colour Game Bey wsth ’L* amd R 
buttons on top Oh. and Two ott>e^ 4 ire 
buttons And will rt be CD-ROM compat¬ 
ible? When will th?s be on sa'e 7 Ai$o. 
will yo-» stop doing ord nary Game Boy 
reviews because the new colour Game 
Boy has come along? Do you think I 
shou d buy a new colour Game Bo/ or 
keep my old one. Of course, then again, 
they nmgh: make it compatible with the 
ordinary Garre Soy. in w+nch case I'd 
beTter seii my Game Boy now 
Thanks for listening. 

A. Berk, Berkhampstead 
Kids, do us a favour If your Setter 
sounds anything like the one above, 
send it to NMS, will you? Cheers. 

THE TOTAL TEAM. 


Printing 


D*r Managemint 

Putoltsh«r 


•tionn 


Editor 


Mtit 

Com lllu%tr*t»on 


NOTE 


Production 
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I I AX IN XI IK NAME OF 


▼ f 


THE GREAT BLUE HEDGEHOG 


IS GOING ON?! 


A BOOK! 

ADVERTISED IN TOTAL? 




Only a writer with a 
masterstroke of 
imagination could 
place an entire 
empire of goodies 
and baddies within 
the fronds of 
a carpet J 


DAILY MAIL 


InTJ ell, we thought it was time to give your 
button-bashing, joystick-fatigued fingers a little 
holiday while you sit down and read the most 
amazing, cosmic, funny book since the last time 
you read a Pratchett! And if you haven’t read him 
yet you’d better unplug that games cartridge and 
find out what you've been missing all these years. 

Bung a dust sheet over your console, fling your feet 
up and prepare to be totally 

PRATCHETTED ! 


It’s out now in Corgi paperback! 

































Take a sneak peek at some of the games coming out for 
your Nintendo in the near future. And look out for full 
reviews in TOTAL as soon as they're released. 



Acclaim 


Access a terminal and you can call 
up blueprints for every location. 
And you can change missions too. 




If too many Aliens appear you'll have to go 
into one of their lairs and burn a few eggs. 


Ripley's escape pod from the 
last movie lands in a big lake on 
planet Fury. Dunno who this 
bald bloke is (but from this 
angle he looks a bit like Steve). 


Okay, Ripley, once was bad luck, twice 
was co-incidence, but three times looks 
rather like carelessness. 


r me Aliens you'll meet are fa 
immature specimens. But if y 
eally, unlucky you'll run into 
•grown, tail-whipping jobb.es 
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Enter this door and you'll have to climb up 
this scaffolding to reach the next door, 
,/N^ (Keep your flame-thrower handy.) 


This dingy level's full of 
v shower cubicles, for 
some reason. Oh, 

\ and lots of pukey 
\ Alien eggs too. 


In the ventilation 
ducts you'll have 
to crawl along and 
stay on the lookout 
for facehuggers 


Go out through this door and 
you’ll be on the planet Fury. I'd 
stay inside if I was you, cos it's 
chucking it down and there's 
loads of lava all over the place. 


If you've not read / * V ' 

the SNES Alien 3 I *. v ^ 
preview you won't \ * 'k ^ 

know the plot of \ _ 

this game, will you? / ' 

Well, here you go: ship ^ 

crashes, Siggy survives, 
finds herself in a prison full of thugs, 
fights Aliens, gets in the family way, 
tops herself. Saved you hiring the 
video out, hasn't it? All you have to do 
now is wait for the game to come out. 


They say that when you're about to d 
your whole life flashes before you. I n 
looking forward to seeing Saturday. 1 
February 1935 again. I can tell you. 


Alien was dead spooky. Aliens was dead 
exciting and Alien 3 was dead, er, crap, actu¬ 
ally. Still, the good news is that the game 
looks well 'ard. As you can see, the graphics 
are dead moody and there's a lot to explore 
in the prison that Ripley's wound up in. From 


what we've played of the game, it's very 
tough but old Rippers has got a lot of toys to 
help her out. There are motion scanners, 
flame-throwers, grenade-launchers, auto¬ 
matic rifles and hand-bombs. We'll give you 
the full lowdown on Alien 3 soon. 


1 
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Out Hiui 


Choose from hundreds and hundreds 
of Nintendo and Sega video games. 


Stores Nationwide: Basildon Birmingham Brent Cross Bristol Cardiff Croydon Derby Edinburgh Gloucester Harlow Hull Ipswich 
Leeds/Bradford Leicester Luton Manchester Medway Metro Centre Northampton Nottingham Oldbury Poole/Bournemouth 
Preston Peterborough Plymouth Portsmouth Reading Sheffield Stockport Stevenage Southampton Swindon Swansea 

Stoke/Hanley Teesside Thurrock Wood Green Woking Worrington 

All Stores Open Mon.-Sat. 9 'til 8PM Sunday 10 'til 6PM (Except Wood Green, Basildon and Birmingham) 










June/July 


When we ran our All Time Greats A!'£ 

feature back in issues 12 and 13, 

the original Dr Franken game came 

out tops on the Game Boy. A big. 

friendly adventure with lovely 

graphics and bags of playability, it's * ^ 

absolutely superb. Now the program- 4 * 

mers. Elite, are making Dr Franken II 

and it looks jolly smart. 

The plot of the new game is a bit 
convoluted, but here goes. The castle 
where Franky lives has run up some 
massive electricity bills, so Franky has to 
find his creator, Dr. Frankenstone's secret 
stash of cash. The action isn't just limited to the 
castle, like in the first game, though - locations 
include a forest, a haunted outhouse, a green¬ 
house full of mutant plants, a submerged 


Franky is underwater, being chase* 
9'ant turtle. We re not too sure wh 
wobbly berry is at the top. though 



shipwreck, and even Egypt! 

There are 140 rooms in all, set in 12 different 
locations, with six large arcade-style scrolling 
sections as well. Dr Franken II is going to be on a 


HUGE 2 Megabit cart and as you can see from 
the screenshots the graphics are definitely up to 
the standard of the original Dr Franken game. 
We look forward to reviewing it. 


This must be the 
music room. Sing it 
Frank: 'These little 
town blues. Are 
melting away../ 


Inside the Haunted House, Franky's 
having a spot of bother with a 
couple of spooks. Quick, jump 
towards that exit! 


Aah, this'll be the sunken ship then. And it 
looks as if Franky's got a SCUBA mask. 
Dunno why he needs it - he's dead 


anyway 


July/August 


IVIES From Ocean 'Met Summer 


You have to guide lots of Troddlers to 
safety on a load of puzzley levels. It's 
heavily inspired by Lemmings but looks to 
have enough extra bits to be worth a play. 


Having been trumpeted as a Mega Drive wonder, James Pond was a bit of a disap¬ 
pointment on the SNES, with pretty graphics but boring levels. The NES version has 
the same nice graphics but it looks to have the same shortage of gameplay. 
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Elite 


j\-z 



STRIKER 


SNES 


Summer 
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RAGE 

S<3r riannr 


rteiLiTi 


The list of tweakable options in Striker 
includes match length, pitch surface, wind 
strength and curliness of perm. (Perhaps.) 


The Super Nintendo's still waiting for a great football game - 
Super Soccer was fun but the Mode 7 pitch was confusing, 
and Super Kick Off was a poor conversion of a difficult-to- 
play Amiga game. Striker looks set to change all that. 

The pitch has some of the most eye-popping Mode 7 
we've seen The view taken of the action is an aerial one - 
like Super Soccer, only higher - with the screen zooming 
about the place to give a clear view of the turf. 

Striker has both one- and two-player options. For one 
player there's a cup competition, a World League, friendlies and an 
indoor six a-side game to keep you going. There are 64 international 
sides to choose from, each of which is based upon 
the strengths and weaknesses of the real-life teams 
(although we've yet to see any video game that has 
accurately simulated the whingeing and fouling of 
the Italian national squad). 

There are options to change the weather, pitch 
conditions, formations and strategies. Masochists 
can choose to have manual goalkeepers instead of 
computer-controlled ones, and for extra realism you 
can play under the new FIFA rules which stop the 
goalie handling the ball when you pass back to him 
and also make professional fouls send-offable. 

Striker looks mightily impressive and TOTAL'S 
resident sports game fan has already kicked up a 
hell of a fuss to make sure he gets to review it. 






This is Bart's umpteenth appearance on Nintendo, but now he's about as hip as the 
Turtles (who?). Still, old Bart is back and this time he's turned into his superhero alter- 
ego, Bartman. Bartman's own hero. Radioactive Man, has been kidnapped... 


you ARE - BAR T ! 





— \ 


r' 


... And Bart's got to rescue him. The game has the same platform style as Bart Vs The 
Space Mutants and Bart's as fiddly to control here as he was in that. As in the other 
Simpsons games, this has lovely cartoon graphics and comic book screens. 


The Germans line up for a free kick, with 
the plan being to power the ball over the 
wall and beyond the reach of the goalie. 



EDIT 

SQUAD 


HRIR 1L\ 

SKIN IT 

; HRIR £1 
skin a# 


hone: 

RWRY ] 


SHlfit 1 

SHtlRT 1 


STRIPC] 

STRtflfe < j| || l^ 


SKORTS] 



SOCTCSl 



As you can see, you can change the 
personal details of your squad until you've 
got just the right number of gaudy colours. 



Here s the indoor pitch where you play six¬ 
a-side. Looks as if the Spanish are giving 
the Japanese a right old thrashing here. 



JL 


Cor, was that 
enough newies to 
whet your appetite, 
or what? Whaddaya 
mean, NO? Ooh, 
some people are 
never satisfied. 
You'll just have to 
hold your breath till 
next month's 
previews, then. 
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WIN A SUPER NINTENDO STREET FIGHTER II 

Super Nintendo is the most advanced entertainment 
system with dazzling 3D graphics, spectacular colour r 
and digital stereo sound; and includes the new game 
Street Fighter II, the world's greatest arcade hiL 
Question: Where do Sumo Wrestlers come from.’ 
Answer: A) America B) Japan C) Australia 


-,w 0338 422000 

Children under 18 must seek parents' or guardians' 
permission before telephoning 

No correspondence , No alternative prizes. The judges' decision is final . Winners will be notified by post. 


WIN A SEGA MEGA DRIVE 

MEGA DRIVE - The Sega Mega Drive is the ultimate computer game 
console, My utilising for the first time the awesome power of the latest 
16 bit technology. MEGA GRAPHICS - The Sega Mega Drive 
reproduces the graphic quality of specially designed arcade machines • 
costing many times as much. MEGA SOUND - The Sega Mega Drive 
even has real stereo sound, making the greatest games even greater. 
Question: Finish diis name - Sonic the. Answer: 

A) Hamster 

B) Horse 

C) Hedgehog 






WIN A SEGA GAME GEAR 

The portable, hand held Game Gear is in full colour, with 
an amazing 3.2" hack lit LCD screen, which brings arcade 
style graphics to life in 32 brilliant colours. The Game 
Gear includes 4 awesome games. 

Question: How many games come in this Sega Game Gear? 
Answer: A) 40 B)4 C) 15 




No responsibility con be accepted for entries not properly 
recorded. Calls are charged 36p o minute at cheap rate 
and 4$p a minute at all other times 




Just send £5 with one of your 
existing games - (make sure it is 
one of your own) to the address on 
the coupon opposite and we will 
send you your new choice of game. 


[Nintendo] 


For your SEGA MEGA DRIVE, GAME GEAR, MASTER 
SYSTEM, SUPER NINTENDO, & NINTENDO GAMEBOY. 


Post to: Q&O Ltd , Gild House, Bournemouth, BH2 6AW. 

Name _ 

Address _ ' 


Signature of Guardian 
(If under 18 ) _ 

My first choice of game is _ 

My second choice of game is 

My third choice of game is _ 


I enclose cheque U Postal Order C made payable to Q&Q Ltd for £5 and one of my 
existing games (or my computer system. Sega Mega Drive Game Gear 
Master System I] Super Nintendo ] Nintendo Gameboy D 

If you are not completely satisfied, we will send the game you exchanged back to you. 


Post to: Q&Q Ltd , Gild House, Bournemouth . BH2 6AW. 
Nintendo, Gameboy, Super Nintendo, Sega, Sega Mega Drive are all registered trademarks of their respective companies. Q&Q Ltd are not endorsed by or related to them. 


Q&Q Ltd. B'mth. BH2 6AW 
















































































Send this form to us at: Lost Vikings compo, TOTAL!, 30 Monmouth Street, Bath BA1 2BW. 


WARN I IMG! 4 

Make sure you read 
the review on the 
next page before 
you cut this out! 


ADDRESS 


Here's what you have to do. 

The screenshot below shows 
Erik, Olaf and Baleog (the 
eponymous Lost Vikings) in a 
'humorous' situation. All you 
have to do is put words into 
their mouths: fill the speech 
bubbles with some horribly 
contrived and awful witti¬ 
cisms, then complete the 
coupon and send it to us. 
Suffice it to say, the funniest 
entries cop the booty. 


PLUS! 

50 second 
prizes of The 
Lost Vikings 
T-shirts (only 
available in 
'ruddy great 
Norseman' 
size. Sorry). 


Rules and Regulations 

No members of Future Publishing or Interplay can 
enter. And no-one form Sony, either cos you probably 
get your tellies on the cheap. No-one from Norway 
called Olaf, Erik or Baleog can enter. The Ed's deci¬ 
sion is final. Bribes, as ever, are warmly received. 


AGE 























You know what they always say... 

To make any progress at all, you're gonna have to teach these old sea dogs a few new tricks! 



The first thing you should — With fatty Olaf as a barrier, Look out for switches. For ... Causing the supports to 

master is using Olaf's shield you can bring up Baleog to fire m-i example, float Olaf down appear. Then get Baleog to fire 



For SNES (1-2 players) Fn 

Of course they're best known for wearing 
prongy helmets, being called Sven and suppos¬ 
edly discovering America 500 years 
before Columbus bumped into it. _ I 
Now those hardy brutes have got Q| 

another claim to fame: they're % r \\\ g» 
the latest in a long line of k irnati 
legendary tribes from times past a ^|th u 
to be immortalised in a game. * * "arc 
Step forward and bow please, The g 

Lost Vikings. 

This is essentially a platform puzzle game 


V ikings were a 
well hard 
bunch of 
Scandinavians. I mean, not only 
, did they zip around most of 
I 10th century Europe, taking 
' over, settling in and otherwise 
discovering countries, but they 
also had the coolest boats ever. 


at the red switch on the right, 


arrows at the baddies, 


here to flick the switch, 


asan, erm, shield 


Send Baleog down to 
shoot the nasty gree- 
nies below. 


Send Baleog and 
Olaf over to the 
elevator platform 


Then collect the apple 
this ‘ 


gives you extra 
energy if you get hit 


Set the elevator 
going up, then jump 
off and switch off the 
force field. 


Erik has to jump o 
the left and climb 
the ladder. 


Take a big running jump 
over this spiky roller. 
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Two's company, three's a crowd... 


... And the platform appears. 
Without the supports. Erik 
would plummet to his doom! 



3 Occasionally, the Vikings 
will have to get to grips 
with machinery, like this crane. 


... Enabling you to control the 
magnet. Now you can pick up 
that massive metal block... 



... And drop it onto the plunger. 
The block fills the gap and 
releases the gate on the right! ► 





their different skills in harmony. 

The game's difficulty curve is 
extremely well weighted. The first 
four levels, set within the spaceship, 
have been designed as a kind of tuto¬ 
rial in controlling the three Vikings. This 
teaches you the different tricks each is 
capable of, as well as equipping them with 
kfood (which replenishes energy) and 
A bombs (which, er, blow things up). This 
bit of the game is fun (even if the 
graphics in the spaceship are 
^^a bit bland), but it's after ^ 


Thankfully, each of them has a 
particular skill which can be use d^^ fc 
to overcome the obstacles 
placed between the spaceship 

and home. Erik is a fleet- 
footed chap (and the only one 
who can jump), Baleog is the 
only one capable of fighting (with either a 
sword or a bow) and Olaf has a shield j 
which can stop any attack and which also A 
doubles as a hang-glider. In order to M 
successfully complete a level, you have B 
to control the Vikings as a team, using 


cnib is me baddie that got our Viking 
chums into all this trouble. (No, not the 
luard in the jar - the big green blokey with 
the double-barrelled blaster. Berk.) 


Game . 

Levels . 

Difficulty ... 
Continues .. 
Release date 


The Lost Vikings 

36 

Hard 
Infinite 
Out now 


Quickly get Erik to jc 
over the spikes, pick 
the key and jump ba< 


Hut Olaf and Baleog 
on the elevator and 
send 'em down. 


Set Olaf standing sentry 
duty to stop the lads 
from getting zapped. 


And finally send the fear¬ 
some threesome through 
the teleporter. Next stage 


Send Baleog up the 
ladder to shoot the 
last greenie. 


c>et all the gang 
together and activate 
the slidey door. 
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And these three are a right old crowd! 


TACTIX 


^ jm With Erik, you can jump a ... Which falls and destroys this Watch out for things like And you get an inflated Olaf 

? gap and drop a bomb at generator, halting a Viking- this air-pump. Plug one of who floats up to otherwise inac- 

the same time... unfriendly machine elsewhere. the Vikings into it... cessible platforms above! 





you make planetfall that things really start 


to get fun. 

The earth-bound game is ace. There are killer 
snails, rolling gonks, hard blue dogs, lava pits, 
water traps and big falls all conspiring to keep 
the Vikings at bay. The graphics are sumptuous, 
particularly the waterfalls and snow-capped moun¬ 




tains. Lovely stuff. What's more, the 
whole thing is topped off with a 
rocking funky soundtrack with 
some great samples. 

If your joypad is looking a bit 
down in the select button after a 
few months' abuse at the hands 


(and feet) of Street Fighter II, then why 
not rest your thumbs for a bit and take 
your brain for a walk instead? The Lost 
Vikings is hard-core cerebral action 
with a very natty line I 
in helmets. It's dead | 
smart. STEVE 


nz 





Three Norsemen ef the apocalypse 

These spikey-hatted chaps have to go through trials of Biblical proportions... 


—- -- T" 

Good looking, innovative 


out of the way, 
rou! The readers 
is and... Oh poop 


TOTAL 


Baleog protects his chums from 
enemies, and can use his shield as a 
handy platform or as a parachute! 


and slick. But enough 
about me... The Lost 
Vikings is a bjorn winner: 
there's Norway you 
should miss this game! 


Superb detail, great animation, lovely 
lours and super-smooth parallax. Yum! 


LLLLBI 

■ Freak out! Crazy western music, ja? Dig 
that disco beat baby! Er... quite good 

Gameplay feBkBkfefefeil 

■ Very clever, very slick, very tough. Like a 
cross between Lemmings and Mario World 


Life span 

■ Hell of a challenge. Your brain will prob¬ 
ably burst before you finish all the levels 
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konam! smmim. 


konam! supmmmo 


konam! SMHNMNDO. 



Youll iJ you/ Juohy Jiuouji: Fooir, 
ulo/jo; v/Jih JunmU nb>yj ^jplrj 

ujjlI iVJiJLi Uuoij y J/ you'/if 'o 
ujuIso ji: uJJ iho iVuy uj/ou^xj io iho 
J^j^ii: Joi/oJ, jy/jo/o you /uu^i: 
pyj/juooo JLJu/jo £>u/j/jy (/jo /oJuoio/jj, 
yy/jo huo ooo/j iiJd/jupjjod oy ihc 
ul'Joouo iVJUi:y Wuy Jj/jpo/JuJ J-\sssjja 


Distributed by Konoml - 260 Field End Road, Eastcote, Ruiellp, Middlesex, HA4 0LS. 

In tfn. an iBiJ rt wed trademarks and o op vi lg tr t of WARNtH BROS., a TIME WARNFP ENTERTAINMENT Company. IP © 1993 NHtando «>, Supof Nintendo EntofUbtmcnt t»»a Mnrtondo Product Sonia and ottw 

maika aa **TM" m Irademaitti at Nintendo.® i? 


WARNING! .Aiiissifji: d/ 

Uujjjjy In sjjte kjiasi: Tiny ’faun 
J-\dvziiturat mid yDLJ'JJ find yuiudBif hi 
-jJJ JlmiJs ui br'mizi aid'JBiiiiitbiBj. SlLt 
iiai'yj vvtiu'jiy J=>7^J£3 'j'nih if] vs* bi,ihfii 

BiBl'Sll J^VUJ 















'Ere, Arthur's 
getting a bit 
friendly... j 


For SNES (1 player) 

From Jaleco steT? 

Price £45 Co ""»4nJ£* 

H istory irritates me. Sure, there's 
lots of good stuff about 
battles and witches and M 

stuff, but all the good bits take * DA^ 

ages and ages to happen. I / Character 

mean, by the time explosives ( s ow *y- Later le 
get invented, there aren't any \ 00 muc ^ borii 

witches left to blow up... nionsl 

Jaleco, however, have found a *°° ran < 

cunning way around the problem - 
they just ignore it. In King Arthur's Castle, instead archers, and wizards from the Dark Age. Add a 

of being true to the Arthur Legend, they let him few explosives experts and a group of engineers 

borrow all the best militiamen from throughout who can build everything from bridges to cata- 

history: Roman foot soldiers, medieval knights and pults and old Arfur's ready to kick serious bottom. 

—- - Which is a good job, because the bad guys play 

even dirtier than Wimbledon - a sort of 200-400- 
V \ 400 formation with dark knights up front, trolls 

- if jRr with flame-throwers in midfield and zombies in 

* • defence - and they've covered the 12-yard box 

WmMm I with acid-filled pits and spiked 

j t trapdoors. _ 


/ Forget messy hand-to-hand 
fighting and just hit 'em 
with your catapult. 


Taa-daa! Arthur finds a secret door (and 
goes and hides, leaving everyone else to 
fight his battles for him. Coward!). 


You control Arthur and his men in their battle 
against evil over 27 big, big levels. By using the 
different skills of each character in the right place, 
you can slay the monsters, defuse the traps and 
bust into the castle so Arthur can wander in and kill 
the boss on each level. 

At first, the game looks a lot like Lemmings: 

you control small groups of char- 
acters whose skills are at your 
I command, and as in 
EyapttUJHj! k Lemmings there's lots of 
problem-solving and trap- 
crossing. And if you mess 
1 v up, the little guys die with 
% lots of screaming and 
exploding body parts. 

But there's a lot that's 
different. You can actually 
i 3w» "> control the movement of King 


Not only does the Ogre have diabolical ( 

table manners, but whole sheep makes him 
burp fire. Bring on the holy mouthwash! 


/ 4 KNIGHTS I 

Good-looking game t 
combines action, adve 
and puzzling in one i 
package. Huge leve 
\ Excellent sound 


End ofCcvd 


Traps, traps and more traps. Bring up the 
engineers before treading on that spike I 


Dynamite the door and the bridge burns. 
Perhaps there's a better way of getting in. 


The end-of-level bad guy. He's no so tough - 
the challenge is getting to him in one piece 
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■ The characters may be small but the 
backdrops are smooth and detailed 


sounds laiitiiaiaiaifliiii 

■ Groovy tunes and cartoon-style battle 
sounds keep the game bouncing along 


Cameplay tfl 15 IB 15 IB 15 IB IB ■ ■ 

■ A good mixture of traps, tricks and 
tussling will keep you on your toes 


Lifespan IBlfllBIAlfllBlBBBR 

■ A weekend's playing took us to Level 21, 
but the later levels are really tough 


A solid, well-presented 
strategy game that 
Lemmings and Krusty 
fans will love. Many 
gamers will find it a bit 
slow, though 


The final world is up ir 
don't know why either. 


In the army now 


Atten-shun ! It's time to meet the rest 
of the gang, you ‘orrible little man... 

Barrelman - the 

■ \ explosives expert. 


Engineer - Builds 
bridges, ladders, 
catapults etc. 


Archer - Lets you 
attack a target from a 
safe distance. 


King Arthur 
The gaffer! 


/ White and Black 
x Wizards - these cast 
spells on your behalf. 


Knight - The 
best fighter. 


Soldier - Does all 
the dirty work. 


complex but it's easy to get into, thanks to the 
tutorial levels which let you practise without facing 
the might of Vinny Jones' Underworld First XI. 

The whole thing is gorgeously packaged, with 
detailed graphics, parallax scrolling, a great sense 
of humour and the best soundtrack this side of 
Saturday Night Fever. But sadly, it 
doesn't quite make it to star status. Its 
main fault is that it's too slow, and on the later 
levels there's loads of tedious walking from your 
base to the action. The monsters are incredibly 
frustrating: you clear an area of enemies, start to 
walk your engineers through, and up pops a 
monster and kills 'em all. When you've taken an 
hour and a half to get that far you feel like 
smashing the cartridge to bits. And even with the 
long levels, it's a bit short. 

However, King Arthur's World is still a spanking 
game, with so many good puzzles, ■ 

clever tricks and whacky bits that 
you'll keep coming back. ANDY 


Arthur and his men, making them go left, right, up, 
down and stop, as well as fire, build and block. 
You can only have three groups out of the base 
tent at a time - say, two groups of knights and a 
party of engineers - and once you've used them 
you can swap them for a different group. It sounds 


King Arthur's World 

27 

Average 
Passwords 
Out now 


Game . 

Levels . 

Difficulty ... 
Continues .. 
Release date 


Underground in World Two - Arthur takes 
the lift, leaving his men to get on with it. 


When the area's secure, send your engi¬ 
neers to build a new base at the flag. 


Watch out for enemies hiding in the 
houses. Burn them down just to be sure. 


Start here! Send out a few knights and 
post a sentry at the door of your tent. 

/X 
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Hello. Would you 
like to buy some 
double glazing? 


Here we see the second level in all its medi 
ocrity. Jump around, shooting the 
present-day thugs with your shotgun. 


For SIUES (1 player) From Mindscape Price Dunno yet 

must have heard of the 


possibly one of the biggest ones of 1993 but it 
has produced one of the worst games of the year. 

The game has just six levels, and they're all 
rather plain and boring The first level sees you, as 
Kyle Reece (the film's main good guy), fighting 
the Terminators in the year 2029 Now, in the film. 
Terminators were killing machines that were 
programmed to keep coming after you 
until you were history. Well, we must 
have the wrong Terminators here, cos 
these ones just stop in front of you and 
shoot their little pop-guns until you've 
blasted them to 
? ^[• | ;bits. Some are 
hidden behind 
walls but most of 
them just sit there, 
v ' waiting to be picked off 
T v You also have to deal with 
^ strange Terminator worm 

thingies, which slide 

i along the ground and 

r explode when they 
come into contact with 
you You can collect extra 
weapons, like grenades and 


E veryone 

Terminator films by now so I won't bother 
explaining what they're all about. I'll also 
refrain from making lots of jokes about Arnie's 
dodgy Mittel-European accent and the fact that 
he's a bit lacking in the old grey matter. Suffice it 
to say that Terminators 1 and 2 are among the 
best sci-fi films ever made, with special 
FX to make your peepers pop out. 

As you may have guessed, this is a 
Super NES conversion of , ^ 

the first Terminator film. 

What you probably don't 
know yet is that it's also j 

a pile of dross. The v 

Terminator licence was 


This chap's decision to go for a trip off a 12 
storey block of flats had nothing at all to 
do with the shotgun in his back. Oh no. 


This nasty police helicopter will try and 
kill you - just like everything else in the 
game. Throw a Molotov at it and run. 


Tooling up to take out the Terminators 


Any blasting game worth its salt has to have power-ups. This is The Terminator's selection of flashy extras, 


That little red box with a 'G' in it contains 
grenades. These are useful for killing 
Terminators and the crawly worm things. 


These 'R's stand for 'rapid', and they let 
your gun fire at a terrific speed. (Very 
handy for killing the big Ts in a hurry.) 


Here we have the medical pack and the 
rocket launcher. Rockets are most useful 
for getting rid of the aerial nasties. 
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Instead of using your plasma rifles to take 
out this aerial menace, let rip with one of 
your rockets. That should do the trick. 
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More hunter-killer fun as the remaining 
human survivors hide beneath the rubble 
With a bit of luck you'll be among them. 


rocket-launchers, to use against these. 

The backgrounds on the first level are great: 
dark and moody with orange streaks of laser fire 
whizzing past your head. (Unfortunately, the dark 
ness makes it a bit hard to spot the power ups) In 
between each level there’s a nice still from the 
film, each showing Arnie in a different pose 
In the second level, which has Reece running 


TEK-SPEX 


Game . The Terminator 

Levels .6 

Difficulty . Medium 

Continues . None 

Release date . May 


over the roofs of Los Angeles, pumping shotgun 
lead into a horde of fat blokes, the game starts to 
really go downhill. The gameplay is just as bad as 
m the first level, but now there are no nice graphics 
to make up for it. Because each level is virtually ^ 
the same all the way through, the game / 
soon gets incredibly boring - it's just a case 
of tramping through and blasting every- . 
thing in sight There is a big mid-level | 
guardian to do in. but when he's beaten now 
it’s back to the monotony. ba 

This could have been a well impressive 1 
film conversion, but it fails miserably It's not v '~ 
quite as bad as The Rocketeer, that mm ■ ■ 
other movie to SNES turkey, but it 
comes pretty close JAMES 


ADRIANS 

Repetitive, thereis 
nowt to do except-blast 

baddies None of the 
tension or drarha / 
,\ of the «lm I 


»•** tllLlBtEElCL: 

■ The first level is very atmospheric (if 
bit too dark) but then it alt goes downhi! 

Sounds tn&neenMM 

■ Generally weak. A silly jump sound and 
rather pathetic plasma rifle FX 


Um, excuse me, Mr Taxi Driver, but there's a 
rather mean-looking Terminator HK on our 
tail. A little more speed may be in order. 


Now's about the time to use those rockets 
that you picked up earlier on. It s only a 
suggestion, but it you don't, you'll die. 


Gameplay M _!_■■■■■ 

■ Okay, it can be hard at times, but that 
doesn't make up for the tediousness 

Lifespan IL IM IQ IS IS ■ N « ■ ■ 

■ it won't take you long to get bored, and 
you'll kick yourself for buying it 


A great waste of the film 
licence. This is just an 
ordinary platform 
shooter, with gameplay 
that is well below par. 
Very disappointing 



















t: 


teach for the sky. Pond. Oil Where are you 
Ding? Yeah, very funny, you can stop now. 


For SNES (1 player) 

ladies and gentlemen, the defendant allegedly 
looked pretty. Pretty, ladies and gentlemen. 
What do you have to say for yourself, Mr Pond? 
JAMES POND: Hey, they all seemed to like it on 
the Mega Drive (bubble, bubble!). 
PROSECUTOR: That, sir, explains a lot. Firstly, 
let's look at the appearance of the offending 
game. Indeed, there are many colours, and the 
backgrounds are truly splendid. But I can see 
here that slow-down occurs, even when you are 
alone. Is this true? 

JP: Ah, yer see, all those pretty backgrounds - I 
just wanted to have a good look at them, and 
that seemed to slow the whole game down, 
somehow - even when there were no other 
sprites on screen. 

PROS: When no other sprites were on screen, 
eh? Interesting. And am I to believe that this is a 
regular occurrence, there being nothing on 
screen, that is? 


James Pond, you stand 
accused of being a Mega Drive 
game which has ventured into 
the realm of Nintendo without 
the relevant qualifications of 
gameplay and life span. How 
do you plead? 


... you will prove conclu¬ 
sively that this, this... 
fish , has intruded upon 
a standard. A standard 
that we all hold sacred, a 


Ladies and 
gentlemen of the 
jury, the evidence I 
shall put before... 


standard that has defined video gaming as we 
know it. And what did he have to offer? Well, 


Exhibit A O 


Exhibit B 


Exhibit C 


It's not 
possible to 
describe this 
level's game- 
play without 
swearing 
a lot. 


What's the 
score here? 
(Please note 
that these 
jokes are 
better than 
the game.) 


Aaargghh! 

The mutant 
compact disc 
Player. Does it 
hurt you? No, 
but you can 
stand on it. 



Planes, baths and automobiles... 

The transportation options in this otherwise dull game are many and varied. 


Oh yes, very good. 
We jump in the 
bath and fly 
around the 
screen. Brilliant. 


Out for a Sunday drive / 
in what looks like a I 
customised Morris * 
Minor - on a cloud? 


Great, a plane! Now 
you're talking. Hang 
on, though - it doesn't 
do an awful lot. 




Each level is accessed through 
a door in the castle wall, like 
this one here. Behind each 
door you'll find either three 
or four levels or a big bad 
boss - erm... like this one. 

Ahhhh, ain't he cute? 
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Chill out. Boss! 

Here's how to beat the last guardian. 


To be invincible for about 10 
minutes, pick up the items on the 
roof in the order of their first letter 
to spell 'cheat*, i.e. Cake - C, etc. 


Wait until the snowman throws his 
head at you, then use the head to 
bounce up and hit the headless body. 
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I’m off 


like a dirty 


shirt! 


From Ocean Price £45 


It s the moves tnai maae mm oui 

pupn these aren't aonna help him here. 


•way out, man. No, I mean it's the way out, 
man, not way out* way out... Look, it's the 
exit, okay? This is where you egress. 


This looks confusing, and it is (at first, 
anyway). Just remember to watch the Pond 
on the left and ignore the one on the right. 


Looks II [■!■!■ 

■ Easily the most colourful SNES game 
about, but the slow-down is horrendous 

Sounds II (III II !■■■■■■ 

■ Nice bouncy tunes keep a smile on your 
face when you're leaping platforms 

Gameplay II JBIIR 

■ Too easy, not enough bad guys, and the 
slow-down makes it uncontrollable 

Lifespan HiBHIlBiai 

■ Infinite continues + very little challenge 
+ slow-down = not very long 


James Pond character A 
has been completely 
wasted. This game turns 
out to be less playable 
than the Sega version - 
shame on you. Ocean! 


JP: Erm... well, that's not entirely true. There is 
the odd bonus to pick up, with a few sparkly 
stars and a quick flash of how many 
points you've picked up. But other¬ 
wise, yes. 

PROS: So what exactly do you do 
when - how can I put this - 
nothing is going on? 

JP: Well, I run about a bit 
(although it looks more of an 
amble), I do this funny little wobble 
now and again that always seems to 
amuse Sega owners, and most importantly, 

I stretch myself up to a ridiculous height so 
I can grab and swing along the bottom 
of platforms. Nifty, huh? 

PROS: And this is supposed to 
impress us, is it? Your gameplay 
consists merely of lots of running, 
wobbling and stretching antics, 
and you expect us to find this 
remotely interesting? 

JP: Look, I didn't think that anyone 

_ would be too bothered 

lj /S\ _ about it, okay? 


PROS: In your own defence, can you enlighten 
the court as to where - and indeed, if - 
there is any challenging gameplay in 
the game? 

JP: When you get to the last boss. 
PROS: Where? 

JP: The last boss. 

PROS: And how long does it 
take to get to this last boss, 
would you say? A rough approxi¬ 
mation would suffice. 

JP: Well, with infinite continues it 
takes most people about a day and a half. 
PROS: Your Honour, this fish has effec¬ 
tively convicted himself through his 
own mouth. He has proved without 
a shadow of a doubt that he is 
guilty of sub-standard gameplay. 
His defence, that he looked 
pretty and that shreds of inter¬ 
esting gameplay were apparent 
at the general location of the last 
boss, just doesn't 
hold water. The prose- | 0 
cution rests its case. JAMES 


Roofless cheat 

Here's an early cheat for invincibility. 


TEK-SPEX 


G.vve . Super James Pond 

Levels . 14 + sub-levels 

Difficulty . Easy 

Continues . Infinite 

Release date . May 













































For SNES (1 player) From Hi-Tech Expressions Price £45 


ack in 1939, Fred Quimby, head of the 
animated shorts department at MGM 
Studios, asked animators William Hanna 
and Joe Barbera to come up with a new idea for a 
cartoon series to compete with Disney's Mickey 
Mouse and Warner Brother's Loony Tunes. 

Released in 1940, Puss Gets The Boot featured 
the debut of Jasper the cat and his anonymous 
mouse opponent. Rave reviews and an Oscar nomi¬ 
nation secured a second outing for the duo and, 


L and the graphics also improve 
with time. Um— 




-- 
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Fall in the fish tank and Jerry gets a chance 
to show off his water-breathing talents. 


, , BAD-CAT 

Looks like an WES cm 


terrihl* . 3 9ame * Truly 

terrible sound. The ending isn't / 

^ worth the effort S 


r t 

■■' 
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Of course, they could be any proprietary 
building blocks - not necessarily 'Lego 1 ones 


TEK-SPEX 


Game . Tom And Jerry 

Levels . 4 (16 stages) 

Difficulty . Tough 

>ntinues .. None 

ase date . Summer 




1 To complete the final level, Jerry 
\ has to climb up through the dusty 
I attic, duff Tom up three times, 

/ collect the keys he drops, and 
unlock three parts of a small space¬ 
ship. Back at the bottom, Tom grabs 
le ship and gets launched into orbit. 


■■■ 


• •' * 


one name-change later, Tom and Jerry were born. 

Brilliantly choreographed chase sequences and 
exquisite artwork secured them a huge audience 
and seven Oscars in nine years. To date, over 150 
Tom And Jerry shorts have been made, and their 
careers seem set to peak again with video releases 
plus a new Tom And Jerry movie due this summer. 

So, after all that, it's a crime that Hi-Tech 
Expressions have been allowed to produce such a 
poorly designed, lamely executed, lifeless, crip- 
plingly unimaginative game as this. 

Instead of a manic high-speed chase game, or 
a Spy Vs Spy-style battle of wits, we end up with a 
platform collect 'n' shoot 'em up - boy, I bet that 
really made the designers' brains ache. 

Tom only makes an appearance in end-of-level 
shoot-outs, leaving Jerry to negotiate long levels 
full of bugs, rats and inanimate 
objects come to life. What a waste 
of a great double act. STEVE 




Looks 


(MiBnuiiBi 


■ Big, colourful, parallax - seen it all 
before. Ironically poor animation 


Sounds IB t! IHHIIXRfliR 


■ It's hard to believe the SNES has such a 
powerful sound chip when you hear this 


Gameplay !■ BIB II 111 


■ Despite the licence, it's just an average 
platform game, with some major flaws 


Life span !■ ■ (!!!«■■ 


■ With no continues or passcodes, this is 
unlikely to last you longer than a week 


Unbelievable waste of the 
licence, and a lame little 
cart in its own right. It's 
back to the drawing 
board for Tom And Jerry, 
I'm afraid... 

































TIRED OF TETANUS? 


MAD AT MINIS? 


BORED WITH BINGO? 


Double Your Bucky Power! 
with 

THE FRANK AND WALTERS 



trains, boats and planes 

the latest release from 
the most characters in pop 

featuring 

FASHION CRISIS HITS NEW YORK AFTER ALL 

HAPPY BUSMAN THIS IS NOT A SONG 


Plug it in now! 

Available from 26 th April on CD, MC and Gatefold LP 



J 
















W ould you pay £45 for 
a game of Noughts 
& Crosses or Snakes 
& Ladders? Nope, me neither. So 


why would anyone want to buy a 
computer version of Monopoly 
when it costs more than the 
real thing? 






I [ 

1 


All right, let's assume you're a 


massive Monopoly fan And no 


one will play you cos you're so 


darn good at it. Surely a 


computer opponent would 
be a good idea? 

No, not really. For a 
gX start, the game is too slow. 
You also have to keep flip¬ 
ping screens to check your 
property cards. And because your 
computerised opponent decides 



I'm 'board' with this! (Jim, you are bankrupt of humour - Steve.) 


'And then I ate his liver with 
some beans and a nice chianti.' 


what number is on the dice, you 


can’t help feeling that the odds 


are against you. Buy the board 


game - it's £35 cheaper! JAMES 


monopoly 


Looks 

■ Well there'* a board, pieces, and a 
hand that rolls the dice. Nice and simple 

Sounds ■■■■■■ | 

■ couldn't be described as adventurous. I 
but they do the job well enough 

Cameplay »«*■■■ 

■ Video yourself playing Monopoly then I 
Hatch it on slow-mo for th. same effect 

Life span ■■■■■■■■■■ I 

■TJS»"£KSr , “l 


T his game's a simplistic 
shoot 'em up - a 
mixture of Mystical 
Ninja and Gauntlet. The two 
heroes, a little boy and a 
fluffy bear, wander around, [ I 
blasting away at baddies and 
collecting the odd power-up. 

The graphics are in that 
cutesy cartoon style that the 
Japanese love so much - big doe¬ 
like eyes and huge heads. Bigger 


(and even cuter) baddies lurk at 
the end of the levels, and some 
are dotted about in the 
middle of later ones. 
Kikikaikai Ninja is 
9' quite fun, but despite 


Q 


all the lovely graphics and special 
effects the game's nothing more 
than an average little blaster It's 
very well done and quite good 
fun, but it's not big enough to 
keep you going. Once you've 





When it starts raining Kiki 
gets attacked by little brollies. 



Cute, fast, playable but nothing exciting. That's Kikikaikai Ninja. 


mastered the gameplay and seen 
all the levels a few times you'll 
have had enough. There's not 
much here for your dosh. CHRIS 

kikikaikai ninja 


Looks :lillRI|||||| 

® raph,t5 “"<» *ome 
special FX for shadows, rain, etc 

Sounds Ullin,,, 

■ Perky oriental tunes and the zaps and 

bangs are quite jaunty too P 

Cameplay ■■■■■■ ■ B B a 

s!m * mpl « ■***<" shooter, with 
simultaneous two-p| a y. r option 

Lifespan VU|| iaiB| 

■ Not many levels and the gameplay 
isn t very absorbing in the long ttm 
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Looks ' rnmmm 

■ Average fantasy/***'®" table. TH« <»» 
sub-game looks good, though 

Sounds 

■ An annoying tune and »ome 
unremarkable effects 

Gameplay • ■ ■ ■ 

- It's pinball, but without the 
“ „ and with a .low, unrealistic ball 

LJf* span 

, m vary samey. All you can really do Is 
chase high scores 


Looks l||||| 

■ Not much better than a | 
the screen's full of clouds. 

Sounds ■■niBigi 

■ No Beach Boys, just a few 
some poor effects 

Gameplay mnn 

■ Unbelievably basic effort 
sim. All the events are verv 


However, it's not enough. This 
game just doesn't quite make it 
either as a pinball game (it's too 
slow and obviously lacks the feel 
of a.proper pinball table) or as a 
computer game (there's very little 
variety) so it's difficult to see who 
it would appeal to. Movement is 
too unrealistic and the ball makes 
unnatural bounces and rolls. 

Jaki Crush isn't quite a one- 
play wonder but it's too 
monotonous and frustrating to 
play for long. Still, that can be the 
case with the real thing as well, I 
suppose. CHRIS 


Here you have to hit the 
targets and stop the ball 
going down the hole. Wow. 


Hey f groovy, freak-out, lots of 
crazy wobbling flames! (Er, 
another pretty sub-screen.) 


D oes pinball work on a 
console? Well,if this 
game is anything to go 
by, no it doesn't. 

The main table (there's only 
one) is about four screens _ - 
high, with six flippers 
and creatures, doors, 
bumpers and targets 
wich you have to hit. 

Sub-games, where you «WP< 
play on a single screen 
and flip the ball at targets, 
are accessed by hitting the ball 
into one of the mouths on the 
main table. 


If you can flip the ball at all 
the invaders on this sub¬ 
screen, the face changes. 


The pin table in all its glory. 


Skateboarding - more like, 
etc. No prizes for spotting the 
recurring cloud motif, either. 


This is jet-skiing - more like 
jet, erm, boring. And there 
are those clouds again... 

event has only one course, and as 
all you're doing is repeating a few 
moves it gets very boring 
H !gt ' in no time. The 
graphics are 

_ appalling - they look 
more like something 
from a ten-year-old 
V computer than your hi- 
tech Super NES. 

California Games is a truly 
awful cart. If you buy it you 
deserve to be strapped in front of 
your telly and forced to watch old 
episodes of The Word with all the 
good bits (i.e. the cute American 
girl) taken out. CHRIS 


Next up is snowboarding - 
more like snow boring . Those 
clouds look familiar... 


Bodyboarding - more like 
body boring. The clouds look 
rather nice, though. 

C alifornia Games is a 

multi-event sports sim - 
think Track And Field 
with surfboards and you've got 
the general idea. There are five 
events - hang gliding, snow¬ 
boarding, jetskiing, bodyboarding 
(surfing lying down) and skate¬ 
boarding. And they're all crap. By 
crap I mean 'really abysmal, can't 
understand why you paid £50 for 
this, where's the programmer? I 
wish to inflict lasting pain upon 
him' crap. 

There's virtually no gameplay 
here - in every event you just 
have to twiddle the controls a bit 


CALIFORNIA GAMES II 


Haven't you got it yet? It's 
hang-gliding, it's crap and it's 
full of naffo clouds. Aargh! 

to make your character perform a 
silly move. The more moves you 
make, the more points you get 
when you finish the event. Each 
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to Jive Consoles (0509 211335) for supplying this game 
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He's more recognised than Mickey Mouse, has more fans than Michael Jackson, and 
has made more money than E.T. But who's the man behind the moustache? Where is he 
from, and why does he wear dungarees? All (well, an awful lot) is revealed... 


Shigeru Miyamoto 
started working at 
Nintendo in Kyoto in 
1977, where he 
designed artwork for 
their arcade games. In 
1980 he art directed 
Donkey Kong and 
produced the first 
images of what 
, would become 

Mr. Mario himse • the most f amou$ 

game character of all time. While^ 
stories of Mario's Brooklyn heritage may be 
true, Shigeru points out that Mario's design 
was limited by the gameplay and hardware: 

"We had to work under technical 
constraints, including the number of pixels 
and number of colours the Famicom can 
display. There are many reasons why we 
drew him the way we did. We gave him a 
moustache rather than a mouth because that 
showed up better. We gave him a hat rather 
than hair because that looked better too. 
Mario wears overalls because that shows the 
movement of his arms, and he's wearing 
white gloves because the white contrasts 
better with the coloured backgrounds. 

"We wanted him to be a character that 
works very hard. Also, we wanted him to be 
shorter than enemy characters and the 
princesses he rescues." So now you know! 


umour has it that when designer Shigeru 
Miyamoto was looking for a starfor the 
very first platform game, he based his 
character upon the Italian landlord-cum-caretaker 
of Nintendo's American headquarters in Brooklyn, 
New York. 

The Donkey Kong coin-op 
appeared in 1981 and introduced 
the world to Jumpman (at this 
stage, the hammer-wielding 
Mario lookalike is a 
construction worker). 

The blue-dungareed 
hero battles through a 
building site in order to 
save Pauline (also 
known as Paulina) from 
the evil Donkey Kong 
(and no, this isn't a mis¬ 


spelling as some mags have 
reported: 'Donkey Kong 1 is a literal 
translation from the Japanese title 
meaning 'Stupid Monkey'). 

The idea of the game was for 
Jumpman to rescue his sweet¬ 
heart, who has been kidnapped 
by the giant ape and taken to k 
the top of a building site. 

Across just four single 
screens, Jumpman had to 
contend with rolling 
barrels, flaming fireballs, moving 
conveyor belts and deadly bouncing beams 
as he struggled to reach the top of each section of 
scaffolding - only to have his girl snatched away 
again and carried further up the building. 

Finally, on the fourth screen, Jumpman gets to 
knock away the beams supporting the massive 


Mario Cartography 


So how many Mario games can you 
remember? Bet you don't get all these! 


First stars as 
Jumpman in 
Donkey Kong 
coin-op. 


— | ] Teams up with 

Luigi in the plat- 

— - form-headbutting 

———~~ Mario Bros, coin-op. 


Changes his name to 
Mario and turns bad in 
Donkey Kong Jr. coin-op. 


Cameo appearance as a 
referee in the Punch- 
Out! coin-op. 


MARIO FEATURE 
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Over the years, Mario's had more faces than Michael Jackson. Here's a quick trip up his evolutionary ladder 

Super Mario Bros 3. 

We see another r— k 

side of Mario - as 
he dresses up in 
animal suits! j 


Mario Bros. 

Mario gains some 
shiny buttons and 
lets his moustache 
grow again. 


Doctor Mario 

Career change as 
Maz drops the 
dungarees for a 
white coat! 


Super Mario Bros. 

Mazza gains a split 
personality as 
little Mario and 
big Super Mario. 


Donkey Kong Jr. 

Changes his name 
to Mario and has 
his moustache 
trimmed. 




beast and send him tumbling to the ground. Our 
hero is reunited with his beloved until the game 
starts all over again on screen one, but this time 
harder and faster. 

Donkey Kong was the first coin-op to intro¬ 
duce the idea of platforms and ladders, and iso 
spawned the game style 
which we see more;of 
today than any others A 
version for the NES 
Wh) appeared inM936 

but didn't have 
the fourth' pie- 
factory scene duetto 
memory restrictions 
\ Despite the 
repetitive and 
, limited gameplay, Donkey 

0 1m was hu 9 e, y P°P u l ar 
Naturally, a sequel wasn't far 
away and Donkey Kong Jr. hit the 
arcades in 1982 with the now offi- 


Donkey Kong and son, who continually plagued 
circus animal trainer Mario). 

The game format was basically the same as the 
original, but with the four screens 
full of vines and chains in place 
of the scaffolding platforms and 
ladders. This time the player 
controlled Donkey Kong Jr., and 
the final scene saw Mario plum¬ 
meting to his doom while Donkey 
Kong senior is safely caught and 
rescued by his plucky offspring. 

While arguably a better game, Donkey Kong Jr. 
wasn’t as successful as its parent. The most inter¬ 
esting feature of the coin-op was the bug which 
allowed clever players to get infinite lives and play 
the game all day for 10p! 

Donkey Kong went on to star in the sequel 
Donkey Kong III, where he battled against Stanley 
The Bugman (not Mario as you might expea), and 
while a Donkey Kong IV was planned, it never 
made general release. The big ape's gaming career 



The near-identical brothers had to dispose of 
Fighterflies, Sidesteppers and Shellcreepers (fore¬ 
runners of the dreaded.Koopas) by the unusual 
method of headbutting the 
floor beneath the bad guys, 
then jumping up and kicking 
them off the platform while 
they lay there stunned. 

Super Mario was converted 
to the NES in 1986 and also 
made a guest appearance as a 
sub-game in Super Mario Bros. 3, where players 
try to steal power-ups from each other. Although 
addictive and fun, the coin-op was hardly state of 
the art - which makes it all the more surprising 
when the Mario Brothers sequel turned 
out to be the biggest video game 
phenomenon of all time... 

In 1985 the Nintendo 
Entertainment System hit 
America and brought the adven¬ 
tures of Super Mario Bros, into the 




homes of US gamers. Indeed, it's probably true to 
say that the entire success of the NES console (over 
33 million units sold to date) is due in 
^ very large part to the fact that it 

came bundled with Super Mario 
Bros. And that - because Nintendo 
wised up over licensing - the NES was 
^ V\ the on *y mac ^ ,ne on which you could 
play Super Mario Bros, in 
^ your own home. t 


ended in an educational US NES cart called Donkey 
Kong Jr. Math, where he tried to teach his son 
the basics of mathematics (oh dear). M 

Mario, however, went on to hit the big time, 
with a starring role in the 1983 coin-op, Mario 
Bros. Mario finally came out of the water closet 
to announce his plumbing tenden- i 

cies and joined up with his brother A 

Luigi in a factory plagued by 
various beasties. 


daily-named Mario as the bad guy! 
After defeating Kong in the first 
game, Mario has the great ape 
caged up as part of a performing 
circus (this scenario was 
m also used for the CBS tele¬ 
vision series, Saturday 
Supercade. The show, 
which ran from 1983 to 
1985 in the US, starred 


NES (and coin-op) 
Super Mario Bros, 
takes the whole 
planet by storm! 


The alterna¬ 
tive SMB 
game: Mario 
and chums 
star in Super 
Mario Bros. 2 
on NES. 


Bonus level guest 
star in Pinball - an 
American NES 
game. 


* Repeat performance 
as the ref in the 
Punch Out conver¬ 
sion for the NES. 


You plan the shot, 
Mario tees off in 
Golf on the NES. 


Mario takes a seat on 
the sidelines as umpire 
in Tennis on the NES. 


Small but perfectly 
formed: Super Mario 
Land on the Game Boy. 


Mario is one of the 
Wrecking Crew for the 
American NES. 
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4 » Super Mario 
* Bros, was 
also the last dedi- 
^HR cated Mario game 
'^to appear in amuse- 
ment arcades (apart 
from Super Mario 3 and 
J& (f Super Mario World 

^ v which have made guest 

appearances in those rip- 
y off Play Choice machines). 

1988 heralded the release of Super 
Mario Bros. 2 for the NES. But where 
the Japanese version of SMB2 carries on 
from level 8 of SMB1, the US and European version 
was originally developed.in Japan as a game called 
Doki Doki Panic. Instead of an Arabian hero with 
turban and baggy trousers, we have a choice of 
Mario, Luigi, Princess Toadstool and Toad. This 
explains the Middle ^ s=sSS \ 

Eastern flavour - the \ 

- flying carpets and 
snake-filled vases. 

With the advent of ^ 

the Game Boy, it was 
only a question of time ■ 
before Mario became 
portable. And sure enough, 

Super Mario Land introduced a whole new 
world for Mario to explore. Gameplay 
returned to the simple scrolling action of 
Super Mario but also introduced shoot 'em 
up sections where Mario boards the Sky 
Pop plane and Marine Pop submarine for 

aerial and underwater bouts of 
baddie blasting. Mario wouldn't 
^ climb into a vehicle 

again until 1992... 
However, his 
TV career took 
another upturn 
with the Super 
Mario Super Show, 
an afternoon kids' 
programme which 
^ mixed animated 

” adventures 

with live-action 
segments. 
'Captain' Lou 
Albano of WWF fame 


1 
k 

m 



starred as Mario, with Danny Wells (some American 
actor) taking the role of Luigi. 

And so to 1990 - a new decade and a brand 
new game: Super Mario Bros 3 - the biggest 
selling NES game pak of all time! Extra chips inside 
the cart allowed Mario's adventure to be bigger, 
brighter and better-sounding than ever before. 
Mario gained new powers such as the ability to 
fly, thanks to the raccoon tail and Tanookijuit 
('tanooki' actually means 'raccoon' in Japanese) 
and the route to Bowser's £astle is littered with ^ 
all manner of new hazards and baddies. 

Super Mario Bros. 3 has been lauded as the 
best video game of all time; true or not, it 
went straight to the top of the charts and 
has sold well ever since. i 

In fact, the game was so successful that 
NBC aired the Super Mario Bros. 3 animated 
show in the States, starring the Mario Gang. That 

was a great 
css success too, 

going straight in 
at no. 1 in the 
ratings for its 
time slot. 

This was also 
the same year 
that Mario donned a white coat and 
stethoscope for some puzzle fun in Dr. 
\ Mario on NES and Game Boy. Instead of 
stomping out Koopas, the doc 
prescribes vitamins to wipe out 
viruses, to be honest, Mario's role 
in the game is really only to sell 
what is otherwise an average 
Tetris/Columns clone. 

This was to be rectified in 1991 by the release of 
Mario's biggest adventure yet: Super 
Mario World - the flagship game of 
Nintendo's new Super NES system. 

Taking elements from previous Super 
Mario games, Super Mario World (or 
5MB4 for sequel fans) took the 
scrolling platform game to new 
heights. It introduced a whole world 
full of new creatures and hazards, 
plus a new chum for Mario - Yoshi. 

This small, green dinosaur with a taste for apples 
acts as steed for our mustachioed hero through 
much of Super Mario World. (Yoshi would also go 
on to star in two puzzle games of his own - Mario 



Mario's mush first graced T-shirts back 
in 1988. Now. five years later, you name 
it he's on it: clocks, telephones, 
pyjamas... there are almost no products 
free from Mario's mug-shot. 

In the US, he's even got his own 
food, like Nintendo Cereal System - a 
l ^ twin pack of Super Mario 'fruity' 
l^ii cereal and Zelda 'berry' break- 
^ fast flakes. Er... yum. 

Oh, and if you've got the full 
set of McDonalds' Super Mario 
jumping toys, hold on to 'em: 
they're already collector's items. 

would you 

mki- „ believe! 


1 Narly! 

Tubular! Erm, 
i slammin'. Pull some Gs 
J with a Mario skateboard. 

& Yoshi and Yoshi's Cookies - and had a supporting 
role in the 91-92 season of the Super Mario Bros. 3 
cartoon on television.) 

With 74 levels (not 96 as Nintendo would have 
you believe) and a battery back up to save games. 
Super Mario World is a huge challenge and a stun¬ 
ning game, challenged for the 'best platform 
game' award only by Super Mario Bros. 3. 

GB fans had a long wait but 1992 saw the 
release of Super Mario Land 2: 6 Golden Coins. 

This expansive cart borrowed its 
map-based structure from Super 
Mario World and while technically 
impressive, with a huge Mario 
character and even huger levels, 
it suffered from being far too 
easy. (Anyone still struggling to 
beat Wario should check out the 
full player's guide on page 72.) 

Also last year, SNES gamers 
were treated to the two latest Mario products. 
Super Mario Kart made the most of the SNES's 
Mode 7 (plus on-board DSP chip) for a thrilling 
go-kart race around twisting tracks. The opposition 



TcopF 


Mario Cartography coni 


Mario introduces 
the Breakout 
action in Game 
Boy Alleyway. 




MRRIO MIMS 


Mario reprises his 
supporting role as 
umpire in GB Tennis 


MARIO FEATURE 


Play Mario versus 
Luigi in two-player 
Tetris on the Game 
Boy. 


The big one: Super i 
Mario Bros. 3 on NES. 
Biggest NES game ever 


i 03003 
0^0 

OOO 000001 
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Er, the other 
big one! 
Super Mario 
World storms 
onto the 
SNES. 


Mario takes to the 
links again for 


Golf on the Game 


Mazza pops some pills 
in Dr. Mario on the 
NES and Game Boy. 


K 


Win at F-1 Race on the 
Game Boy and Mario 
waves the chequered flag 
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l # what can 
we say? 

They're socks 
with Mario 
leering out 
of them. 
Put 'em 
on your 
feet. 


Sleep easy at nig 
on top of you. Er... sort of. 


Build yourself a super 
Mario world (ho-ho)i 

with this lot. 


You'll need a 
trendy Mario 
wallet or purse 
to keep all those 
coins you collect. 


Why not 
let Mario 
protect your 
valuables 
with these 
oh-so-stylis 


You'll be keen to 
leave the plate clean 
with this natty set 
of Super Mario 
Bros, dinnerware. 


What better to 
keep a record 
of your high 
scores than a 
Mario note* 
book and pen 
set? 


r 

3 - * | 


You don't 

need a raccoon tail for Mario to 
take to the skies. Here's some 
wind-operated kite-type apparatus. 


... All this and more can be 
obtained from Squared Circle Ltd. 
For a free catalogue, write to them 
at 18 Vincent Avenue, Crownhill, 
Milton Keynes MK8 OAW. Include 
your name and address and 
they'll send you their catalogue 
full of Mario merchandise. Or 
^ why not phone them on 0908 
262366? And don't forget to 
mention TOTAL when you do! 




are all stars, 

heroes and villains from 
previous games, including 
Bowser, Princess Toadstool, 
Luigi and Yoshi. 

Mario Paint marked a drastic 
change of direction for Mario: it's 
an art package rather than a game, 
it uses the new 5NES mouse 
rather than a joypad; and 
it's really rather naff. As 
an art, music and 
animation tool it 
uses only a frac¬ 
tion of the SNES 
hardware and is more 
of a kiddies' novelty than 
a serious piece of kit. 

So what of 1993 and 
the future? Well, we 
know for definite that 
you'll all be watching 
Super Mario Bros. - The 
Movie, when Bob Hoskins hams it 




Look out for a 
turbaned Mario when 
you gain a high score 
on Game Boy Qix. 


up later this year. The plot follows Mario and Luigi 

from Brooklyn into the Magic Mushroom Kingdom 

where Bowser (Dennis 

Hopper, of all people) and 

his Koopa klan are up to no p 

good. Shy Luigi (John 

Leguizamo) has fallen in love . 

with Dianna (don't ask) so 

Mario has to lead them 

through magic and mayhem r 

to save the day. Er, hurrah! 

The film is slated for a US Jfi 
premiere in May, but gawd only knows when we'll 
finally see it-could be summer, could be 1994. 

For the first time ever, Mario is currently star¬ 
ring in non-Nintendo programs. Interplay and 
Mindscape have both paid hand- 
somely forjthe licence to use 
Mario in their educational 
packages on the IBM PC 
Mario Teaches Typing 
^ K » and M3rio Is Missing. 

Obviously Mario Teaches 
Typing won't be appearing on 


the consoles (although SNES owners could conceiv¬ 
ably type words containing the letters A, B, X, Y, L 
and R), but NES and SNES 
Si(6rtefSCs versions of Mario Is Missing 
will appear later this year. 
This 'edutainment' package 
takes youngsters on a journey 
of exploration around the 
globe, hunting down the 
world's treasures and trying 
to rescue Mario. And in a 
similar vein, the sequel, 
Mario: Time Machine, wili appear in 1994. 

The big M's next appearance will be as a guest 
in Yoshi's Cookies on the SNES and Game Boy, 
which we'll review soon. Philips are designing an 
educational version of Super Mario World for their^ 
CD-I system, with real life video footage, and , 
we've also heard rumours of a Mario 
meets Pilotwings game. But wherever 
he pops up, you can be sure Mario 
won't let that 
spiky blue rodent 
ta<e all the glory! 


Key-tapping fun when 
o Teaches Typing on 
the PC. 


isgaiggi 


BSaBEll 





More dub-swinging 
antics°for M-man in NES 
Open Tournament Golf. 


Mazza pops up in 
Yoshi - an 
average puzzler 
on the NES and 
Game Boy. 




Mario meets Wario i 
Super Mario Land 2: 
Golden Coins or. 
Game Boy. 








ill 


. 


Jfcl—-Wi 11 

rrrra tb » » ft» __ 

Mouse and Mario — 




Mode 7 Mario in the 
stunning Mario Kart on 
the SNES. 


with the novelty 
SNES art package. 
Mario Paint- 


Luigi goes globe-trotting 
when Mario Is Missing! 
on the PC. 


Another cameo 
appearance for 
Mario in Yoshi's 
Cookies on the SNES 
and Game Boy. 
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Jump, 

you 

dummy! 

No one in their 
right mind would 
jump off a 
building without 
something to beak 
their fall, hence 
these canopies. 

Pull down on the 
joypad and go 
ballistic. You can 
hurt yourself a lot 
more this way! 


Oo, you don't 
want to hit that, 
mate. Fire hurts 
you. (Hmm. But 
balconies don't?) 


See that there flag¬ 
pole? You can 
swing on that. Um, 
but as you can see, 
we missed. 


Once again, the 
extra points are 
skilfully missed as 
our dummy sails 
past the balcony. 


Yes, I see the way 
this is going now. 
The Crash Dummy 
I've been 

lumbered with is a 
complete wimp! 


Time to go ballistic 
again and aim for 
the cross on the 
floor for maximum 
damage. 


TOTAL! 





Here's a 
drawing I did 


For Came Boy (1 piayer) 

ow often do you get the chance to throw 
caution to the wind, live dangerously, 
trash everything, and not end up 
spending the night in casualty? Well, now's 
your chance, cos Crash Dummies is one of 
the most masochistic games of all time, 
with the general idea being to mess 
yourself up - big time! 

The stars of the game are the Crash 


From Acclaim P»i« £2a 

Dummies themselves, a suicidal duo called Slick 
and Spin whose aim in each of the five different 
level scenarios is basically to do themselves 
a mischief. However, even Crash 
Dummies aren't as stupid as to 
pile-drive their heads into a 
50/50 cement/gravel mixture 
for no good reason. Their 
reason is hard cash. The High 
Score of the past has been 
replaced by the amount of 
wad you can line your pocket 
with. The more stunts you do, 
the more you earn. 

The novelty factor 
alone will make Crash 
Dummies incredibly 


I» ISOS. OS* 040 


At last - the finish line. Hang on, 
where's that stupid dummy going? 
Oi! it's over here, you plonker! 
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Game .... 

Levels . 

Difficulty ... 
Continues .. 
Release date 


Crash Dummies 


Average 
None 
Out now 


You have to exercise extreme caution in an 
explosives factory. Even the slightest noise 
could... Hey. what's that orange guy doing? 


popular. However, it's got other things going for 
it as well. The animation is very good - scrolling has 
been taken right to the limit before it starts to 
blur, and the sprites bomb about the screen 
quite happily. It's also reassuring to know 
that the soundtrack won't have you 
reaching for the volume control or 
banging you head against a brick 
wall after 20 minutes. 

My main objection to the game 
is the fact that it's only got five 
levels. They do get progressively 


Waah! I've got a nasty feeling this is going 
to hurt. No wonder my life insurance 
premiums are so high. Gaaannggwaaay! 


harder as they loop, but unless you're 
able to compare dosh scores with 
friends, it's all likely to get rather 
tedious. Playing the game for 
the first time is a real laugh, but 
once you've seen all there is to 
be seen, the comedy aspect 
leaves town on the next avail¬ 
able train. The game really could 
have done with a two-player 
mode, either a Game Link option 
or a take-in-turn type of thing to give 
it a bit more life. 

Despite that gripe, though, Crash Dummies is a 
highly original game which is a lot 
of fun to play. It's sure to pick up a 
lot of fans. JAMES 


Looks 


iBiaiana 


■ Well-animated sprites and some 
incredibly clean, blur-free scrolling 


sounds iStKtSlllBiaiRBBI 


■ This game makes your Game Boy sound 
better than the Vienna Boys' Choir 


Gameplay 


■ What's there is original and fun - there 
just isn't quite enough of it 


Lifespan JiJl 


■ Hmm. More levels or a two-player mode 
would have made it last longer 




Going for a drive 


with the Crash 


Dummies is 


no picnic! 




Time to get 
this sucker off 
the ground 
and grab that 
last air bottle. 


7 __ o 

o (7 

O I) M 


ui, you up 
there, stop 
~ reading that 
J bit at the top - 
[ the level starts 
I down 'ere! 


It's a weird 'un and no 
mistake, but none the 
worse for that. Despite 
the lack of variety it's still 
a lorra, lorra laffs - for a 
while, anyway 
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ALL PRICES SUBJECT TO CHANGE. 
ALL GAMES SUBJECT TO AVAILABILITY 





































































































A h yes, The Empire Strikes 
Back The second film of . 
the Star Wars trilogy ^ 
that no one liked because the 
rebellion lost. However, the 
game did pretty well on the NES I 


CHRIS 


great 


Wampas are about as threatening 
as soggy bog-roll. Slice 'em up. 


very 
9foo vy 


and the title has now been 
converted to the Game Boy. 

And it's been converted very 
well. The Empire on the Game Boy is 
a stinkingly tough title, but the variety 
in gameplay and consistently challenging action 
keep you coming back time and again. The action 
in question is split up into ten wholesome levels 
representing (more or less) the movie's plot. Thus, 
once Luke's destroyed the Imperial Probe Droid 
in the ice caverns of Hoth (nah, never happened), 
he faces the AT-AT Walkers in his Snowspeeder 
(yup, that's accurate enough) and then has to help 
evacuate the rebel base from the Imperial assault 




iiiiiiiiiiiiiii 


V Ifllltllllllllll 


TEK-SPEX 


Game . Empire Strikes Back 

Levels . 10 

Difficulty . Hard 

Continues .6 

Release date .Out now 


IIINCOMMINGG! Luke uses an AT-AT Walker 
for a spot of target practice. 

(er, sort of...). It's this continually changing scenario 
that keeps the game exciting. 

No wind-up, this has to be one of the most 
challenging games ever on the Game Boy. 
Although once you've broken the back of the first 
level things do tend to get easier, this is 
definitely one title you won't be 
finishing on the day you buy it. 
Take it from me, ■fMAI I 
it's . blimmin' MlMlml ■ 


*** liherti ® 4 haVe 

i 

£*Vo<«« 

movie A 


Looks IHBIBIIIRI 

■ Beautifully drawn beasties and Imperial 
machines, all lovingly animated 


Sounds 




■ Real Star Wars quality, from the stirring 
intro sequences to the in-game sonics 

Gameplay 8 & -J [■ ijj 1| ■ 

■ Maybe too hard, but the fight sequences 
and Force powers are funkily programmed 


Life span 


!■! 


■ Completing it is plenty challenging, but 
when you have you won't come back to it 


The Empire's got it all: 
tough levels, a constantly 
changing scenario, and 
hard-as-nails bosses. Just 
don't expect to finish it 
on day one 




Luke adopts the favoured stance when 


These laser-armed Imperial Death Probe 




For Game Boy (1 player) 


From Ubi Soft 


Price £25 


Droids are are a bit on the hard side, so 


faced with a 70-ton flambee with legs. 




keep blasting away at them. 


Gravity is low on Hoth, as you can see. 


/\ 
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For Game Boy (1 player) 


From Acclaim 


Ripley sports the latest Vida. Sassoon no.. 
fashion. In her spare time she enjoys 
jamming with The Shamen. 

T here's no two ways about it - Alien 3 was 
a ghastly choice for a video game Only 
one Alien, no guns, few heroics, and 
Ripley dies at the end. Hardly the ingrediAts for a 
banzai Nintendo title. Just as well, thfn, that 
Acclaim have ignored nearly every facet of the 
movie plot, introducing weapons, herds of foul 
beasties, and heroics by the dozen. The net result 
is that as a movie tie-in Alien 3 fails ? fniserably. But 
as a monster bash 'em up in the manner of Alien 
Breed it rolls along very pleasingly. 

The game contains huge levels on which to die, 


Oh dear - they look a bit nasty. I think I'll 
just stay here for several hours. 


each one leading into a number of sub-stages. The 


base-mapping device on the first level lets you see 
whole maze-like stages in one fell swoop, although 


unfortunately it doesn't show where you are. 
Scattered around are door passes and various 


much trouble, as can the facehuggers. It's better to 
let them tuck into the vast number of aimless pris- 



weapons, starting with a hand-held cattle 
proa, 1 which you'll have to upgrade to 

a flame throwei, to get anywhere. 

The possibilities for ^violent - yr 0 P 

death are endless, with Alien / ^ vast 

drones slithering around all name 
over the shop. However, I ( a 

they don't pursue^ipley and V ^ 

can be avoided without too \ 


oners while you get on with the real 
•s*. business in hand - reaching the 
end of the level intact and 
\ destroying the mother Alien 
'9 e * j bosses and their eggs, 
jett- I The game's main sin is 
I* / that there's just too much to- 


Alien 3 

Several 

Hard 


Game . 

Levels . 

Difficulty ... 
Continues .. 
Release date 


Out now 


'So there I was, like, just woken up, right 
and there's this screeching, slithering noise 
coming from outside. I said...' etc. 


CAME BOV REVIEWS <48> TOTAL! ■ ISSUE SEVENTEEN ■ MAY 1993 






































Most of the levels In Alien 3 are pretty much 
like this: eerie, atmospheric, hard as hell, 
and with enough eggs (which you have to 
destroy) to make a family-sized omelette. 


Looks ! ■ H [■!■!■ [■ M HH 

■ Small and squirrelly, but the Aliens are 
recognisable. Suffers from chronic blur 

Sounds IS HI! IE IE !■■■■■ 

■ Music gets right up yer nose after a 
while. The FX sound like coypu mating 

Gameplay lg IJ I! IS tfi [9IIH ■ ■ 

■ Bit back-and-forthy, but the action never 
ends. Real arcade adventure stuff 

Lifespan IS IS LE IS IE IE IS IS H ■ 

■ Very long, very tough, and no difficulty 
setting. Definitely a challenging game 


It's got nothing to do 
with the film, but as an 
arcade adventure Alien 3 
delivers. If only the movie 
had been as big, rock 'ard 
and eerie as this 


Fan-cy footwork 

You have to be a bit quick to get past those nasty fans. 


TACTIX 


* 








Blimmin' fans everywhere! The only 
way through these gits is to run right 
and turn the switch off, then... 


... Run back and flick the other switches 
on. Back and forth, to and fro - this is 
what makes the game so annoying. 


and-fro-ing as you scuttle back and forth through 
the levels, stopping occasionally to engage in 
combat with some passing Alien terror. The 
scrolling suffers particularly badly from Game Boy 

blur (but then Fury 161 isn't the _ 

most aesthetically inter- 
esting of prison colonies / ™ ALlEftfC M 

anyway) and at times f Too much w * * 

it's necessary to stop around. The bj 

and take a good look V to see what' 




around to work out where the hell you are. There's 
very little variety in the gameplay too - it's run, 
stop, shoot, and then run a bit more. 

Although the constant runny-abouty gameplay 
is annoying (and the facehuggers are a bit crap), 
Alien 3 is a slick, huge, puzzling and 
action-packed title which is as neatly 
programmed and immensely 
faring \ playable as anyone has a right to 
nakes it \ expect. Okay? I 

0ln 9 on at I Marines, we are 
°table / leaving... ANDY 


trouble with Aliens is that me 
them have appalling breath. 




Not the most keenly awaited situation, this, 
but a deft bit of ducking and weaving 

ensure it’s the others who get it. 
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No, honestly, I 
caught a person 
the other day and 
it was this big! 




Sweet game which is 
recommended only for 
pre-teen fans of the 
movie. Hardened TOTAL 
readers should avoid it 


■ Good detail in the underwater scenery. 
Ariel and her finny foes look good, too 


■ Jaunty ditties jolly it along. FX are over¬ 
done, with sharp ‘pings' and ‘sproings’ 


Cameplay ■ ISlflllll RBBII 


■ Thoughtful mix of collecting and killing. 
Plenty of secrets and some nice bosses 


Lifespan ■■■■■■■■■I 

■ Sadly, Ursula's fate is easily sealed: 
you'll see it off on the day you bought it 


Tricky bit: the octopus 
lobs out rocks (I hope 
they're rocks) and the 
fish gets in the way. 


If you have enough 
pearls you can flip this 
barrel and get the 1-up, 


This chest can be opened 
by hitting it with a shell.. 


■■L ■ o prizes for guessing this is based 
111 on the Disney movie; and also / 

I Hi zero awards for surmising 
that it takes place underwater. 

For a change we have a heroine 
in the shape of Ariel, a box of soap 
powder armed with a bazooka... ! 

Just kidding. It's a creature made of 
wire who combats foes by picking 
up Jazz FM and... Well, actually she's \ 
a little mermaid (what? You guessed!?). 

AH is not well in under-the-water world. 
Ursula the mad loopy bonkers-crazy sea-witch has 
taken over the entire ocean (though how she exer¬ 
cises control over billions of cubic miles of 
water is never adequately explained). ^ •- 
And rather than send in a squad of 
rock 'ard Navy SEALs or the crew / 
of the Deep Core drilling rig, Levels are 
you're in control of Ariel - a five- there are 01 
foot girl with no legs. them. Bade 

Ariel doggie-paddles through \ pear all to 
all manner of sub-aquatic scenery, after yo 
swishing her tail at enemy fish to Ny ther 
trap them in bubbles and collecting 
power-up pearls from treasure chests. Chests 
can only be opened by hitting them with shells. 


y Wave your tail at the Ariel can 
>m fishies, and they get land to c< 
e. caught in a bubble! flops aro 

a barrels or rocks so there's some exper¬ 
imenting to be done. If you can't move 
a barrel, for instance, you might find a 
shell by digging in the sand. 

It's all a bit reminiscent of an underwater 
Loony Tunes with a female Billy The Fish in the 
lead role. There's precision swimming, fish-slaugh¬ 
tering and a hint of puzzling too, so it's fun to 
play. But with only five levels and infinite 
continues, I don't think it | I 

will even keep little kids 
. . entertained for long, 


Swimmy gamepia 
makes a change fr< 
usual platform fat 
Graphics capture 
suitably sub- 
aquatic feel 


Nudge this roefc 
off the plat¬ 
form, and then 
quickly follow 
it as it sinks... 


... Then do the 
same here, to 
bash the chest 
open and reveal 
another pearl. 


Game . 

Levels . 

Difficulty ... 
Continues .. 
Release date 


The Little Mermaid 


Easy 
Infinite 
Now: import 
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I fror Came Boy (1 player) 


This is a scrolling platform game. The 
'v. Trickster has besieged Central City and 
\ it's up to The Flash™ to put a stop to his 
:S \ nonsense. The Trickster's planted bombs 
3 and \ a j| over place, which you need to 
tinal. J defuse before taking out the ^— 
tg in / large bomb at the end of jr 
run / each level In the mean- / V^ia ■ 
time you’ve also got to deal / Ti m e l‘ 
with The Trickster’s evil henchmen. I severe A 
The time limit is pretty tight - \ s | Qw ^ 
it's very annoying to be offed just rGS f art 
before reaching the bomb, cos you 
have to go back to the start of the 
level. The scrolling is annoyingly slow too, and a 
few power-ups would have been nice. 

Despite that, The Flash™ is enjoyable and enter- 
taining. The punching, defusing and running 
gameplay isn’t as satisfying as a good blast, but it 


A h yes, The Flash™. Able to 
clean even the toughest > 
surfaces... (No, no, no, / 
you've got it all wrong - Steve.) f 
Oh I see, he’s a superhero. I ^ 
Never heard of him. And just l j 
what is his special power? He \ 
can run very quickly. Oh, very \. 
handy: 'Stop, foul evil-doer, or I'll, 
er, run very quickly!' Hmm. 


’Excuse me, mate, couldn’t spare 50p for a 
crap superhero, could you?’ 

’Get out of my way, you loser.’ 


needs more skill and concentration 
than most shoot 'em ups. Not bad 
for such an obscure f ' T]0 

\ hero with crap I § f A ’ U 
; powers. ANDY I k ^ fi» ii 


■ Some of the animation is a little dodgy. 
The backgrounds are fine, though 


Sounds 

■ A totally forgettable theme tube. The 
rest of the sounds consist of white noise 


Gameplay 15 !5 MM 81 H H B 1 

■ Not much to it really - if you can jump, 
run and kick, you're sorted 


Life span 5BHIHHII! 

■ It won't take long to finish, and it'll be 
months before you go back to it 


Given the limitations of 
the bloke in question. The 
Flash has turned out quite 
well. Don’t expect much 
high-speed action, though 
- it’s all pretty staid stuff 


A couple of tips to help you get 
through the levels a bit faster. 


The Flash 


Game . 

Levels . 

Difficulty ... 
Continues .. 
Release date 


Medium 


Out now 


Ignore the flashing enemies - they're 
only holograms and can’t harm you. 


Ignore the small bombs too. Blowing 
them up wastes too much time. 
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T his is a strange one. Young Alfred is a 
chicken. A chicken who's lost his 
diamonds. You see, he inherited some 
diamonds from his Uncle Graham - a wizened 
old buzzard, I can tell you. Anyway, 
someone or something has gone and 
swiped them all and scattered them 
around a series of multi-scrolling areas. 

Being a persistent pullet, he vows to make 
the most of his distinctly un-chicken-like abilities 
and get his diamonds back. 

The ever-so slightly unlikely animal character is 
definitely in at the moment (Bubsy, Zool, etc.), and 
in Alfred, Mindscape are to be congratulated on 


ionii 


TEK-SPEX 

Game . 

Alfred Chicken 

Levels . 

.8+ 

Difficulty 

.Average 

: Continues.. 


Release date 



creating a truly kooky and appealing bird-like crea¬ 
ture. Alf has certain skills which enable him to 
survive all the gittish guards and 
gimpish gadgets which the 
architect of the aforemen¬ 
tioned diamond liberation 
has sprinkled all over the 
place. In an attempt to 
remain unplucked, our 
intrepid oven-avoider must 
brave the dastardly efforts of 
hostile clockwork creatures, swinging maces, 
furtively slithering snails and the inevitable 
awkwardly arranged mobile platforms. He runs, 
he jumps, he swims, he dive-bombs enemies - he 
even plays a Game Boy, dammit! 

Okay, so it's basically a platformer, but unlike 
many of its numerous counterparts it's fun, imag¬ 
inative, and superbly gauged and designed. In 
many ways it has a similar feel to the Mario games, 
where careful planning and an inquisitive nature 
will reward the player with hidden rooms, alter¬ 
native routes and piles of goodies. 



Top of the pecking order 

Meet the chicken who's gonna give those nasties a kickin'., 




*< 

f*. 

S" JL. 


(!/. /a 


Alf has trained himself to 
perform various athletic 
and intellectual activities. 


Jump and pull down on the 
joypad to nose-dive onto 
the nasties. 


Stand next to one of these 
restart points and pull down to 
peck away at the string. 



As you're falling, repeatedly 
press the fire button to slow 
down your rate of descent. 




p o 




1 1 1 1 1 



1^1 


Later on you'll be given a 
handy ball weapon with 
which to blast baddies. 


Er, this isn't really a special 
skill. More of a pretty pic to 
include in this boxout. 


Peck the required amount of 
balloons and ol' Alfie will hold 
on and fly off to the next level. 


Not to be outdone by Mario, he 
even dons a snorkel for a spot 
of swimming! 
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Jump on this spring and ... Which will then reveal Also, Investigate any 

leap as high as possible a hidden room. (You'll strange details in the 

to butt a hidden block at still find it difficult to get walls and try to walk into 

the top of the screen... into, though.) the surrounding scenery. 



StaQG CLCCIR : 


Ah, what a satisfying little phrasal 



Having doddered into the manhole, Alfred 
is forcibly ejected by an irate sewer rat. 


Our clucking crusader is aided by springboards, 
(from which he can activate and access 
many of the hidden locations) 
handy balloon restart 
points and a rather 
bizarre sunflower 
fellow who crops up occa¬ 
sionally, at which point 
you have to answer a 
ringing phone (bear with 
\ me on this) to be rewarded 
with a weapon power-up 
and oodles of luscious 
* bonus lives. 

Yep, it's a weird one, all right. 
However, it also happens to be one of 
i<he most humorous, instantly playable, 




rewarding and compellingly chal¬ 
lenging games ever to flicker 
across that loveable old LCD 
display. Alfred Chicken is an 
unlikely sounding game but 
it'll soon draw you in and 
have you swearing at the 
cleverly infuriating level arrange¬ 
ments and downright unreasonable 
dexterity requirements. 

On the down side, there's no password facility 
or battery back-up - but there's one particular 
hidden location (hinted at in these very pages) 
that will yield enough bonus lives to keep you 
alive and exploring for hours. 

Tough, meaty, action-packed and 
just a little bit silly. JAMES 
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Looks ibibpibibislbpjhh 

■ Crisp, sharp and cartoony. It's easy to 
imagine Alf appearing on the NES or SNES 

Sounds isiaia » » iiiii 

■ A jolly enough in-game tune and plenty 
of suitably daft and jocular effects 

Cameplay If |g H I* I! »If H P ■ 

■ Acres of game, crammed to bursting 
point. Simple and intuitive control system 

Life span IB IB IB IB IB IB IS IB ■■ 

■ Plenty of surprises and quirks mean 
you’ll return to it again and again 



Lovingly crafted and 
endlessly enjoyable. A 
classic Game Boy game 
which manages to 
squeeze a little bit more 
from the platform genre 


If Alfred sticks his beak into conspicuously 
sticky-out bits of the level, then occasion¬ 
ally a hidden area will appear. Here, we 


have sort of a secret zone within a secret 
zone. (Hint!) Meanwhile, ever-industrious, 
Alf fiddles with his Game Boy. 
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lanufgpiufcd by DATEL ELECTRONICS 


p Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your UK 
SUPER NES Console. 
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Just infinite lives, uraiimitGcM energy, 

special effects, Gjctr^m fnel/ammo or play on any 
Become invindblG wifli ±b& Action Replay 
Carfrirfge to#- your SUPER MHS™, MHS™ and 
GAME BOY™ Console. 

r So easy to use...if you can play the game you already know how to use 
Action Replay.. Simply input any of the thousands of codes and bust your 
games wide open!!! 


[ Now you can play your games to 
levels that you did not know even 
existed. This Is the cartridge the 
experts use. 


00031- « S4! 7 5 


0 1350 1 660 1 O 


O OOO I OOOOO 



| With its unique built-in "CODE GENERATOR 
you can actually tfind and create your own 
cheats. No need wait for code updates. With 
this unique feature you have the ability to 
crack the latest games as they are released. 
No other product can offer this! 



ALSO AVAILABLE FROM ALL GOOD GAMES STORES INCLUDINl 

\vH 

W I I SMITH 

WOOLWORTHS 


GAME CENTRES 


I With Universal Adaptor you can 
now choose from the huge range of 
US & Japanese software and play it 
on your UK SUPER NES Console. 




























For HIES (1-2 players) From Stor 


Price £3 


m/Sales Curve 


* ***$&&+ 
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A nyone remember that bit in Live And 
Let Die where James Bond races a 
powerboat about the Everglades, 
jumping cars? Well, Eliminator Boat Duel's a bit 
like that. It also bears an uncanny resemblance to 
the bathroom level of Micro Machines. 










BOATERS 

Two can play, and 
you get two types of 
+o rhoose 


Yes, EBD is a racing game. Most of the races are 
split into two parts. In one section you race into the 
screen and weave your way through marker buoys. 
This bit's very dull and seems pointless; it doesn't 
appear to matter if you go through the buoys or 
not, and you can never get much of a lead on your 






For NES (1-4 players) 


From Nintendo 


Price Dunno yet 




ay attention, classl Today's history lesson 
is on the development of the top-down 
multi-player arcade racing game. It all 
began with Atari's Sprint series of black-and-white 
arcade machines. They all had really basic ZX81- 
style graphics but were great fun to play. There 
were versions of Sprint for one, two, four and 
even EIGHT players at once! In 


1986 Super Sprint came out, which was for three 
players, had superb colour graphics, and you could 
buy power-ups for your car with your prize money. 
Since then Super Off Road 
Badlands and Indy Heat 
have all tweaked the 
Sprint concept a little. 


but they're really playing 
the same game. 

Nintendo's RC Pro-Am 
had all the same ingredients - 
cars, power-ups, lots of tracks - but 

was for only one player. Now, with 
RC Pro-Am II, Nintendo have 
smartened up the graphics 
of the first game and 
made it for up to four 
players. All the tradi¬ 
tional racey things are 


i r 






-‘i 








in tne lead, don't stop me 
now, I'm... Aah, I'm 
coming third. Pooh! 


beat the others off the grid 


Each race starts off with a 
plan of the course you're 
about to drive around. 


NES REVIEWS 


it that course looks a bit 
daunting you can nip You'll need to have bought 

into the shop and buy a big engine if you want to 

some nice power-ups. 




£ 
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An inferior race game 
that's got one really crap 
bit and another that only 
just makes it. Even with 
two playing it hasn't got 
enough variety 


■ The top-down bits and static screens art 
okay, but they're certainly nothing new 


Sounds latBH iibsbbbb 

■ Good jingles and in-game music, and the 
effects ain't half bad either 


Gameplay BBBBBSBSBB 

■ Dull two-part racing action with no 
interesting features whatsoever 


Life span BBBBBBBBE 

■ Even with two players and loads of 
courses it still gets boring very quickly 


there and the controls are a cinch to learn, letting 
you get on with the action. 

When you're racing you only see a small bit of 
the track at any time, with the scrolling following 
the leading human-controlled car - if any players 
fall so far behind that they leave the screen they're 
shunted back into view so they don't lose touch. 
This may be a good way of - - 

coping with four lAICCtl 

players, but it means 

that one player can ( 

be utterly abysmal and 

still stay in contention. 

This makes the multi-player 111 n 

game a random affair. It may be more fun for 
less talented gamers but it's a bit pointless. 

For a single player it's fun while it lasts, but 
you'll have to pick up all the power-ups just to 


S keep up with the computer 

\ opposition. RC Pro-Am ll's not 
PJPWpBy really worth the investment 
if you're going to be playing 
j- * -• alone, but if you've got a four- 

player adaptor and want a laugh with your 

mates then it'll keep you going for I. "v f | 

a few evenings' play. Don't expea I • 1 H 
a big challenge, though. ANDY —* ^ — r — 


The final level's a desert. Mmm, I'll have a 
chocolate sundae with hundreds and thou¬ 
sands... (Desert not dessert bfk - Steve.) 


This racer can be a lot 
of fun for four players, 
but there's not much skill 
involved. (It's guaranteed 
to break the ice at 
parties, though) 


■ Pretty cars and tracks, and it shifts 
faster than any other NES game I've seen 


Sounds SBBSBBBBBI 

■ A fairly vroomy buzz for the engine and 
some half-decent tunes 


Gameplay (■ [■ «■ B B H B B B B 

■ Speedy races, but it's only fun for more 
than one player, and even then it's flawed 


Life span BBBBBBBBB! 

■ Boring for one player and too easy for 
more - we finished it on our second go! 


The second level looks a bit like Holiday 
On Ice. With any luck you'll get to run 
over Jane Torvill and Christopher Dean. 
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two-player mode squeezes a few more drips out 
but this really is a tired format. Whereas Micro 
Machines and the four-player RC I 

Pro-Am II offered something jjnjljQII 
different, this, er, doesn't. CHRIS 


opponent as you can only go about an inch or 
two above him on screen. Oh, and if you are in 
the lead you can't see what's going on in front! 

The second section is a homage to just about 
every top-down racer you can think of. It's more 
fun to play than the other bit, but 
it's still dull. The courses are 1 ' ^ 

very repetitive, with the 
same turns cropping up 
again and again. 

EBD does get the 
competitive juices 
flowing for a while, and 


BLOATERS 

Only one game 
style's worth looking 

\ at and even that 
w one's dull 


Eliminator Boat Duel 


Game . 

Levels .. 

Difficulty ... 
Continues .. 
Release date 


Hard 

Save game 
Out now 


RC Pro-Am II 

36 races 
Easy 

Can be bought 
Out now 


Game __ 

Levels . 

Difficulty ... 
Continues ... 
Release date 

















































The name's Bond. 
James Bond. Oh, all 
right - James Bond 
Junior. (Damn!) 


For IUES (1 player) 


From T*HQ 


A re they related, that's the question? I 
mean, given old James Bond 
Senior's numerous romantic 
liaisons on his adventures around 
the world, it'd be a bit bizarre if 
he hadn't produced a little secret 
agent somewhere along the 
line, wouldn't it? 

Anyway, related or not, 

James Bond Junior is facing the 
same kinds of problems as the 
big JB himself: the evil S.C.U.M. 
organisation has kidnapped all the 
world's top weapons experts and is 
holding them captive on a Caribbean island. 
There's no time for old Jimbo to sit around 


sipping vodka martinis. Why? Well, it could 
possibly have something to do with the 
L five intercontinental ballistic missiles 

m that are going to go bang in about 

45 minutes' time.. 

Which is just how long 
you've got to find the pesky 
things. Each one is hidden under¬ 
ground in its own silo, protected 
by hordes of baddies and hidden 
in a maze that's worse than a 
black-and-white Tube map. 

It's finding the silos that's 
the toughest aspect of this game, 
rather than the baddies you 
meet. The first level is the size of a small planetoid, 


THRILLS 
Graphics arfc very 
nice. The game area is 
huuuuge. with lots of 
different things to do 
Level one will keep 
you going 
for ages 


Defusing the missiles 


Once you've found the silos, beating the guards is easy (but solving the puzzles ain't) 


1 Don't worry about that blast from the 
rocket motors - that'll stop in a mo 
(they're just testing the handbrake). 


2 Enemy guards? No problem. Fill 'em 
full of lead and watch 'em fall. 
Problem is, it works both ways. 


3 Now we've just got to get past this 
bozo and to reach the missile console. 
It's all plain sailing from here... 


4 ... Well it is if you're blinkin' Albert 
Einstein, anyway. Now then, if we 
twist that one up, and... oh bum! 
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and that 45 minutes soon ebbs away. Particularly 
as to destroy the guidance system on each missile 
you have to solve a Rubik's Cube-style puzzle - 
and they're utter pigs. 

Even if you manage to reach them all in time, 
you've still got a couple of hurdles to cross 
before the end of the level. First you 
have to find the teleport, then you 
have to defeat a boss that looks 
like a cross between a pogo stick 
and a block of flats. (Well, a 
small one.) Shoot it enough 
times and it separates into four 
bits, which then mill around for 
about a week and a half while 
you pump them full of lead, finally 
disappearing just when your folks 
have had the straightjacket delivered. 

Then it all gets a bit silly. Your next job (level 
two) is to find blueprints hidden in safes in 
S.C.U.M. headquarters. You go from room to 


* 

SPILLS 

Badly designed >•* 
difficulty structure - 
one is really nasty, 
and then it gets easier! 
There's no incentive to 
avoid the baddies' 
bullets, either 


level 


Here doggie, nice doggie... The only way 
past this canine colossus is to drop bombs 
on his head. Five should just about do it. 

room, through doorways, up stairs, on and off 
platforms until you're completely lost (about 30 
seconds). Then you start drawing a map. After 
that it s all simple. Level two's a lot shorter 
than level one and a lot easier - and 
there's no boss to defeat at the end. 
Seems rather pointless? 

Level three sees you 
destroying S.C.U M.'s manufac¬ 
turing plant and level four has 
you rescuing all the scientists. 
The action follows much the 
same format throughout - 
exploring, shooting, getting lost 
and swearing at the dog (if 
you've got a dog). 

It's all pretty standard plat- 
formy-shooty stuff, but with juicy big levels and 
puzzles to give you screaming fits. There are a 
few rather iffy bits, though. Like why is level one 
the hardest bit of the game? And why do you 


Look, this is stupid. There simply can't be a 
brick wall there! Oh well, back we go. 


Help! I'm being pursued by a mutant crash 
helmet with a bazooka! (You have to kill 
this chap before you can carry on.) 


The last silo seems nowhere to be found 
and will have you tearing your hair out 
in frustration - until you head far right 
on the surface, jump onto the top of 
these rocks, and then follow some invis¬ 
ible steps downwards. Blimey! 


Find those missing missiles. 


TACTIX 


UAL! TEK-SPEX 


Game . James Bond Jr. 

Levels . 4 

Difficulty .. Hard 

Continues . At least one 

Release date . Out now 


Secret silo 


Direct dialling 

Don't touch that dial! (Read this first...) 



Hmm... nine attempts to guess a four¬ 
digit combination. It's actually quite 
easy, since each correct dial stops 
flashing. Set them all to 0. then 1, then 2 
etc, leaving each one as it stops flashing. 
Work it out - nine times out of ten you'll 
get it before you run out of attempts! 


take so long to die? You can get health and 
weapons power-ups all over the place, but you 
don't really need 'em in order to survive. That 
big, ticking clock is your biggest enemy. 

James Bond Junior is nevertheless a bit of a 
star. It's a big game with a big challenge, and 
although it's got flaws, they're 
outweighed by its sheer size and 
variety. Not a bad effort. STEVE 




■ 'Triffic. Small but detailed sprites, no 
flicker, no glitches. Colourful backgrounds 


Sounds BHBBSBBBH 

■ Cor, the tunes are actually listenable to! 
The in-game FX are serviceable too 


Gameplay ■ S9 9 ■ | ■ ■ !■ ■ 

■ Very tough and challenging in some 
parts but not really hard enough in others 


Life span j il |ii (■ H |f 1 M ■ 

■ A couple of weeks. When (if) you've 
polished off level one, the rest is downhill 


Lots of ground to cover 
and some nasty puzzles, 
but the shooty stuff isn't 
at all challenging. And it 
actually gets easier as you 
go on! Good but variable 
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look at this 
go ‘What’s 


£33mi«*i!£L. £ '‘°o 
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Japanese RPG game special! 
v Why do the Japanese buy 
more role playing games than 
anything else? Super Play 
investigates, and the reasons 
we've uncovered may surprise you 

_ Plus all our regular features, 

“ -^v including the best Super 
' Nintendo game previews in 

■' ^ the business. You can’t 
^ afford to miss it! 

INDEPENDENT SUPER NINTENDO MAGAZINE 


STARFOX 
Our giant six-page 
review of Nintendo’s 
stunning new shoot-’em- 
up tells you everything 
about the game you’ll ever 
need to know. Plus! The 
creators reveal the secrets 
of how it was put together! 


THE ADDAMS 
FAMILY: PUGSLEY’S 
SCAVENGER HUNT iff 
Ocean’s best ever 
game has just 

arrived! But what ’ - 

makes it so good? 


^ Your complete Super Player’s 
v Guide to Mickey's Magical 
Quest We show you how to finish 
the game, the smart way. Plus! 
We've a Bart's Nightmare player's 
guide too! 


C 




BATMAN RETURNS 
Konami rarely puts 
a foot wrong,.as 
this new Batman 
demonstrates. It’s 
one of the best 
beat-’em-ups yet. 




Because the world s hest games machine 
deserves the world's best games magazine 


Britain's grm -eatest 

Super Nintendo magazine! 









HE AH i At* 
AHA HU l 

t)MU I »>; 


For NES (1 players) 


From Nintendo 


Price £20 


T hose chaps in the US Air Force must have 
a really exciting time, flying those stealth 
planes that cost almost as much as Stevie 
J. gets paid. Well, Stealth ATF is supposed 
to be the nearest thing you can get 
to flying one without breaking 
into a top secret US air base 
and walking off with one 
stuffed under your jacket. 

But it's not. Stealth ATF is as near 
to the real experience of flying a stealth fighter as 
it is to being a good game - in other words, not 
very near at all. The speed of the game is 
far from being awe-inspiring 
and the scenery is so crap 
that you can hardly tell 
when you're moving (in 
fact, if it weren't for your 


, _ nlC e.looking takeoff 

Apart fr nothing good about 

screen there is notning ® 
this game. Sorry 


This whole game is one big crashed 
landing. Very li„|. „ ari 9 ty a 

■ r nothing noteworthy 




E?st<* s 


A L 1 2/8 

' c i|f |. PO/ft 
! HI All 5/8° 

(aha ♦ 
""S-CCKtO 


Tl 


speedo you'd think you were stationary). The 
ground is largely one colour, with a blob thrown in 
here and there to make it look convincing - which 
it doesn't. The enemy 
planes just look like 
black pixels until 
they're right up your 
left nostril and... Well, 
let's just say that the 
graphics are pretty darn awful. 

Stealth ATF is also so tedious that it would 
make a complete rerun of Murder She Wrote look 
almost exciting. The missions tend to be mostly 
the same, with merely a different 
number of targets to hit each 
time. As there are over 
100 of them, this gets 
repetitive after about, 
oh, mission one. 

Hmm, how can I put this? 
This is one of the saddest and most pathetic games 
ever on the NES Okay, it's a few years old, but 
that's no excuse - the NES is capable of far better 
than this. Basically, anyone who i ' ' fT" 
buys Stealth ATF deserves to be I 0 ^ l 
locked up. CHRIS 


What does this fire button do? Er. sorry... 
Weil, your plane didn't cost much. A quid, 
respray and it’ll be as good as new. 


TOIL! 


TEK-SPEX 

Game . 

Stealth ATF 

Levels . 

. 100+ 

Difficulty ... 

.Average 

Continues .. 


Release date 

. . Out now 


Those magnificent men in their flying machines 

Now you've got your nice new aircraft, you can set off on a mission. Which may go something like this... 


HI S **H 
l IVI «. 
BOf.ry 
Inis s t 


RLT 4btU1H 
I UU fc* 






Four enemy planes shot down and the 
mission's accomplished. Now where did I 
put the landing manual? Oh dear... 


Oh I see, it takes two of you, does it? 
Well, come on, you wimps, I'll take you 
both on - and all your mates. 


As a new recruit, your first task is to pest 
vour multi-million dollar aircraft down 


the road and practise handbrake turns 


K61> 
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Looks mmmmm m u 

■ Only the takeoff screen saves this 
game's looks from a zero rating 

Sounds 

■ Turn that music off fast or you'll regret 
it. In fact, turn everything off 


Gameplay ■■■■■■■ 

■ Even more slow and tedious than 
Steve's 'when I were a lad' speeches 


Lifespan ■■■■■■*■■« 

■ So monotonous that you'll be bored 
with it after about five minutes 
































NES (1-2 



B limey, inflation, huh? I remember 
when you could buy an Austin Seven 
for 30 quid, still have enough money 
left over for a night on the town and 658 
fish suppers, and still have change for a taxi 
ride from Bognor to Aberdeen. And still 


you'd... ( smak!) Sorry. Got a bit carried away 
there. The thing is, Super Sports Challenge 
offers you not one but four different games 
for your money. It's enough to make your 
eyes go all misty with nostalgia. Yes, but 
are they any good? Can you really expect 


an awful lot from four whole games stuffed 
into a single cart and bunged out at single¬ 
game price? Well, all four games look jolly 
enough, and they all feature simultaneous 
two-player modes. Let's see what else they 
have to offer... 







iiljKBJI 


ight, how do you play baseball, then. 
Well, first you face the pitcher. Then you 
left and right, forwards and back, you time 
stroke and - bam! - you hit the ball about 


30 feet (if you're lucky). What happens then is 

that you get run out. Hmm. 

Have you got any control over where you hit 
the ball? Dunno. It's hard to tell whether your 
shots are the result of skill or just luck. Once 
you’ve hit it, though, there's nothing to do but 

g watch your little men run from base to 
^ base, hoping they don’t get run out. 
\ Maybe there's more to do when 
\ \ you're the pitcher? Well, you do 
\ get more control over where the 
ball goes, and once the other guy 
has hit it you have to guide the 
• Jy i fielders to the ball and then 
I choose which base to throw it to. 

And. er, that's about all there 
i is, really. Two players will have 
j more fun than one, but not so's 
yy you'd notice. 

This is your baseball pitch, seen 
,^from above. Unfortunately, there 
■"seems to be a distinct lack of players. 


HLAVCII 1 CHOOSC VOU*» 

O LONDON 
ROYALS 


Blimey, men on 
every base. It all 
hangs on this... 


'London 
Royals', eh? 
So that must 
be Prince 
Charles at 
shortstop. 




l UMl/' j - 

Small target, big bat 
The odds look just 
about even to me. y 


trv 


elude** 


I want to ride my bicycle... 


B MX Simulator seems a bit more promising. 

You view a selection of rough 'n' ready 
BMX tracks from above and have to guide a 
biker (who from above looks like a helmet 










a 


perched on top of a pencil) around the courses. 

It's actually quite good fun, but the controls 
are dead tricky, and unless you hit those burms 
just right you'll never make the turns. And once 
you get off course it's easy to get tangled up in 
the scenery, and then it takes yonks to get out 


\ All t* e 

again. Which is a pain with Up 

such a tight time limit. ^ 

This game's got a two-player 
mode, and you'd better find yourself a mate to 
play against otherwise you won't get past the 
third round. 


|i 


S RSBiS UBIB 


U TOIMjmw > 


" . . 1 Course 1. You'll finish this okay - 

a ha ha. You must be joking. You you won’t win. but you'll finish 

want me to pedal round that? 


Mmm... tricky. Just stand 
about for a bit and watch 
where the other blokes go. 


Yeah, qualified! Now for 
the big time! 
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The goalie's so gobsmacked by your 
penalty shot he's stuck to the ground. 

A h, Soccer Simulator's more like it. It's 
another seenfrom above effort, and the 
controls are the usual footie sim ones - you 
control the nearest guy to the ball, who's indi¬ 
cated by an arrow. Once you've got possession, 
the ball stays at your feet until you pass, kick or 


Playing away matches can be difficult - 
the Kalahari Rangers' groundsmanship 
leaves a lot to be desired. 

get tackled. You have to press button A to 
shoot, B to pass. 

The game moves around really quickly. In 
fact, it's a bit too darned quick - the tackles 
and passes are over in a flash and you have to 
rely more on reflex than strategy. Still, 
it's easy and fun to play, and ^ 0 *** "" 

the computer opponents ij. 

aren't too unbeatable, f Jt:*- * 

And when you play / n Ac - ' 


The whole pitch, in all its glory. Your players 
are the ones with the concrete legs. 


TEK-SPEX 


aren't too unbeatable 
And when you play 
against a mate, it's a J 
real hoot. / 


Game . Super Sports Challenge 

l Levels .None 

\ Difficulty .Selectable 

\ Continues .... No 
I Release date . Out now 


■ ast but not least there's Pro Tennis. Oh dear. It's not incredibly bad, but in -^ 

~ PT-n-.m-i I And ; q ^ ,te frank| y< you'll see more animation in a week-old kipper 

SSBaiB! . St ‘ ' ,t,s <un t0 pla y for a whil «. especially against a pal. In fact 

t he same go es for all these games. They're simple and uncomplicated, 

I an ^ a ^ough they're not exactly 


>oks tin !■■■■■■■■ 

■ Clear and simple. The characters move 
slickly enough, but there's little animation 


j _j | 55BHB5 SSSSS t0 keep V° u 9 f ued to your 

--■-_J / /- T i human opponents (or your friends) 

' ' — —* / / | an ^ darned good value for money 

' /- 1 - \ ^en keep perfectly still while 

leg (b) wave racquet. --- ~_1 the court changes colour. 


■ Imagine a cheap Casio slowly going 
under a steamroller and you'll get the idea 

Gameplay 

■ What's there is is great. Not much 
strategy, but lots of fun for two players 


l 

I E 11 °I 00000 1 

I f « 1 


Lifespan ■ ■ ■ ■ I 

■ Not much, really, unless you're easily 
pleased or an eternal optimist 


OOOOO 


You've got to admit, this 
pack's great value. All 
four games are fun in 
their own little way - but 
there's just not enough to 
any of them 




L °fj * that k "°J*-l<"eed gimpoid standing around while the ball hurtles towards hinTl 
2Mm,>h - E '- lh ‘‘ ri ~>-9 y«u, I,a. and ,d„| 




































' BOUNCERS 

Fairly realistic an< 
e asy to pick U p. Go< 
end-to-end action. T 
two-player mode 

L rescues it from 
!L oblivion 


3 levels 










For IVIES (1-2 players) 

From Konami 

Price £13 (at some stores) 




L et's get the basics out of the way first: this 
is a basketball game. And it is pretty basic 
too. You get four teams, three difficulty 
levels and the option of one- or two-player modes, 
but no tournament or league system. The 
game has got all the standard basket¬ 
ball rules, though - no passing 
back into your half of the court 
no physical contact, two points 
for an ordinary basket and 
three for one further away 
from the ring. 

When you get into the 
game you find that it plays like ^ 
basketball should. Players race up 
the court, passing to each other, and 
slam the ball in the ring at the other end. 

Then the other team gets the ball and does the 
same, unless you can steal the ball from 'em. 


Basket cases 

Get fouled and get a free shot or two. 





! Ul* 

H? i>«r: £> : 5 ! i 

UMI i 

. PT .s 

ni Of*K i m«; 

. OPT S j 


Hvrf'i the whole court In super widtscrttn*o 
end you can't pass back into the other - ell y« 

And that's about it-the whole game revolves 
around stealing from the opposition and getting 
enough extra baskets to get ahead. Sadly, Double 
Dribble suffers from the fact that basketball is 
basically a repetitive sport to play or watch. The 
action is very limited - run down the pitch, 
pass, shoot - and the teams are never sepa¬ 
rated by more than a few baskets. 


The game has a few more specific problems 
too. The sprites flicker a lot and it's hard to tell 
which one you're controlling at times. Your players 
also miss more slam dunks than they 
should (it's an easy shot, after all). 
Double Dribble's a simplistic 
basketball game and is prob¬ 
ably too boring to play very 
often. However, it's fairly 
realistic and if you've got 
some mates who are nuts 
about the sport and fancy a 
game, it could I r T" 
be good fun for i fa 1 i ’ 
a while. CHRIS 


cnr Jl.T , ay " just like 
EK-SPE r « al Netball, in fact 

_ u. r. . N ° tourna »"ents 
Double Dnt riot 


Game 


Levels 


Difficulty 


Continues 


Release date 


Out now 


-/^A simple basketball game^ 
I that can be enjoyable but 


Looks 


doesn't have enough 
variety. Strictly for fans 
of the sport who've got 
mates to play against 




■ Plain players and court and a lot of 
flicker. Nice dunk screens, though 


Sounds 


■ A couple of tunes plus some spot effects 
and in-game jingles. Very ordinary 


Gameplay 


■ Not awfully exciting. Works well 
enough, but better for two players 


VA 


IIHAIII19 


Life span 


- 


■ The computer opponents won't last 
long, but a human challenger might 


u get two chances at a free 
?t. (Which you invariably miss;.) 
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KONAMI GAMEBCN S 


KONAMI GAME BOY 


KONAMI GAMEBOYI 



TWO MEGS OF MEMORY IN FIVF 
UNBELIEVABLE LEVELS OF DEEP 
SPACE DEVASTATION IN THIS 
SUPERB SHOOT'EM UP SEQUEL TO 
THE ALL TIME CLA33IC - NEMESIS! 


TSlEIVIE^If^ M IS3 EASILY I HE FASTEST, 
TOUGHEST AND FABBEST LEFT>— 
RK3E-ITY SCFTOLLIMC3 SHCXDT'EM LJF* IM 
EXISTANCEf EVF RYTHING ABOUT 
Nemesis II smacks of excellence. 
I INI FACT I’D GO OFF AMD OLTY' IT FTK3ETT 
MOW. IE I WERE YOU!" 

TOTAL.! 93% 


9 s - ' - T 




The ultimate challenge awaits you, as TRACK & 
FIELD INVITES YOU TO COMPETE IN THRILLING EVENTS. 

Each one designed to push you to the limit, using 

EVERY SHRED OF SKILL. STAMINA & STRENGTH 


YOU POSSESS. 



Distributed by 


KONAMI 


Konami Europe. Television House , 269 Field End Road. Eastcote, Ruislip, Middlesex HA4 9LS Telephone 081 429 2446. 






















































To go to level 100 on this ageing 
dungeoneer, enter the code 
XRTW98Y7 and you'll be transported 
there forthwith. 


JOHN MADDEN '93 

To get yourself straight into the 
CMIX Championship final without having 
to play through all the preliminaries 
TIP enter the code GDRFDDMC. 






TACTIX 


D'you know your punt from your post out? 
If you don't, you'll never make it to the 
final in Madden... unless you use our code. 


Once again we've crammed TOTAL Taidix to 
bursting with loads of tips, cheats and codes to 
stop you getting your knickers in a twist. 


mrnmmm. To get unlimited energy press 

START, START, START, SELECT. UP. 
& DOWN, LEFT, RIGHT, Y. B, A and X 

TRICK a t any point in the game. Thanks to 
Paul Savage from Grimbsy for sending this 
cheat, and the one for Turtles IV. 


ANOTHER WORLD 

Mgr Th' 5 9 ame was gorge to look at but 
Qwfi not as brill to play. If you're having 
problems, use these passwords to 
TRICK get to the level of your choice. 

Level 1 - LDKD Level 7 - KRFK 

Level 2 - HTDC Level 8 - KLFB 

Level 3 - CLLD Level 9 TBHK 

Level 4- LBKG Level 10- BRTD 

Level 5 - XDDJ Level 1 1 - TFBB 

Level 6 - FXLC Level 12 - TXHF 


SUPER CASTLEVANIA IV 

gkmmmm, Before going up the stairs to Drac's 
pad, walk to the end of the cliff and 
jump off You'll land on an invisible 
TACTIC platform and should be able to walk 
down some stairs to the left. Tons of hearts and 
extra weapons will rain down on you and, as 
long as you can make it back up the invisible 
platforms, your fight against Drac will be easier. 
Thanks to Dean Simpson in Redditch for that. 


Coming soon to a copy of Axelay near you 
unlimited energy at any time in the game! 


To get 10 lives, go to the title screen 
and press UP, UP, DOWN, DOWN. 
LEFT, RIGHT, B and A. Now go to 

the options screen and you can 
change your number of lives, to a max of 10. 


TRICK 


This is where you'll find that super secret 
cheaty bit at the end of Castlevania IV - it’s 
sort of at the end, really. 


BURGERTIME DELUXE 

If the weeners and whoppers in 
Burgertime Deluxe are still causing you 
[HVi grief, the level passwords sent in by 
TIP Darren Hart should help you get 
further into the game. 


There's oodles of new things to see in 
Another World if you use our level codes, 


SUPER MARIO BROS. 2 

A IBB Morwenna Adams from Farnham 
|^EE checked our SMB2 guide in issues 4 & 5 
and found a tip that we missed. To 
TRICK s kip World 6 go to the start of World 
5-3 and do the following. Squat jump onto the 
ledge to your left and pick up the bottle. Throw 
the bottle, go in the door that appears, jump on 
the jar, duck, and you'll be whisked to World 7. 


SUPER MARIO KART 

JIEIBB ^ V° u re d blt sad dt Mazza Kart. 

here’s a cheat from Christopher 
MBWBr Middlemiss of Galashiels that'll get 
TRICK you to the Special Cup. Select either 
a two-player match race or a time trial and then 
go to the Mushroom Cup option. Press L. R, L, R, 
L, L, R, R and then A. Ta very much, Chris, me 
old mucker. 


Egg, Egg, Hot Dog, Burger Guy 
Hot Dog, Burger Guy, Burger, Pickle 
Pickle, Egg, Egg, Pickle 
Tomato, Tomato, Pickle, Burger Guy 
Pickle, Tomato, Tomato, Hot Dog 
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ULTIMATE AIR COMBAT 

We reviewed this flight sim back in ish 
15 and Chris reckoned it was a damn 
fine challenge- So did Gary Kinzler, 
TIP one of the Gamesplayer's 
Championship entrants featured in ish 15. 
Gazza's been burning the midnight oil to finish 
it and here are the codes to get through every 
level with all three planes intact. To complete a 
level enter one of these codes - the last one 
takes you to Operation Big Cheese. 



Incoming missiles? Ha! I laugh in the face 
of incoming missiles! 


Mission 1 

Powder Keg - BFYZGGG London Bridge BTXFYYY 
Tub Buster - BT! VBBB Camp Fire CWWXDDD 
Mission 2 

Over A Barrel - CZGJK33 Killer Bees CVF12JJ 
Dragonfly CVBDFYY Pot Shot - DDDGHII 

Mission 3 

Dish tt Out - DCWZJJJ Barracuda - DCZK555 
Smoke Trail - DSSCYYY Powder Down - FYY2LLL 

Mission 4 

Poison Ivy - F2JNR99 Inferno - FXH58QQ 

Nut & Bolts - FXDJM55 Titanic - GGGLP77 

Mission 5 

Tin Can GK38T! ! Port Scrag - GF2POSS 

Crude & Rude - GFY4P77 Octopus - HII6R99 

Mission 6 

Rig Mistake - H4LRXDD Voodoo - HZK8CWW 
Hangar Banger - HZGMOSS Stingray - JJPVBB 

Mission 7 

Chicken Little - JM50FYY Pump It Up - JH4RXDD 
Hit Or Missile - JH16T!! Loch Ness - K338CWW 



Look - there's a big sign in the sky saying 
Ultimate Air Combat. What can it mean? 


Mission 8 

Man O' War - K6NTZGG Empty Nest - K2MOFYY 
Clean Sweep - K2JPVBB Oil & Vinegar - LLLRXDD 

Mission 9 

Toxic Waste - LP7VHII Pancake - LK6TZGG 
Sand Crabs LK38CWW Whirlybird - M5SOFYY 

There, you can t say that TOTAL doesn't give you 
any help with games (or we'll kick your head in). 



WINGS 2: BLAZING SKIES 

Although the Amiga original was 
terrific, Wings 2 on the SNES is a bit 
cheesy. Still, that hasn't stopped our 
TIP top tipster, Paul Weaver, from 
doing the biz on this game and coming up with a 
complete set of codes. Cheers. Paul! 

1. FGYHMBLINGIXF! (1 mission) 

2. R5WKSJC2PFI3 (1 mission) 

3. HCCMJ6HIBRGIS! (1 mission) 

4. VRFPHPBHVWIQ (1 mission) 

5. TILRLRZWBGFIG! (1 mission) 

6. JDXTGGDRGBIM (1 mission) 

7. J13QOWWYGBJ (1 mission) 

8. MG!YPDB4L7IZC! (1 mission) 

9. HBOOVGJWBHIL (2 missions consecutive) 

10. ! 7ZGWRH6LWB! 2 (2 missions consecutive) 

11. 4!BTSFMBPG!C!! !J (2 missions consecutive) 

12. GHDN5G1BBF56 (2 missions consecutive) 

13. DC!WR!CBCLDQ8 (2 missions consecutive) 

14. N4GWJWBLHXQ (1 mission) 

15. B!DB!KFPBZFB!!L (2 missions) 

16. XJWJQIGFGD2 (2 missions) 

17. FVCJTPDKK! !C (2 missions) 

18. 3LCVXILMWJN (2 missions) 




If all your missions end up like this dismal 
effort, you'll be needing TOTAL'S fabbo 
level codes for Wings 2: Blazing Skies. 





we've already had calls from gamers 
who've got the import version and 
want to know where the two top-secret 
levels are hidden. Read on to find out... 


Nintendo's forthcoming 
mega hit might not be 
called StarFox any more (see 
TOTAL Talk for details) but 


MEM DM 


BLRCKHOLE 


5PRCE RRMRDR 


R5TER01D 


METEOR 


To get to the Black Hole, fly to the Asteroid 
zone on level 1 (Easy). Fly towards a group 
of five meteors spinning about a central red 
meteor Wait until they're on you and shoot 
the red one. Do this with the next two sets 
of five and an asteroid with a smiling face 
will appear. Shoot it and fly into the Black 
Hole which then appears. The other level is 
on level 3 (Hard) In the Asteroid zone. Fly at 
two large meteors moving more slowly than 
the rest. Shoot the right-hand one and an 
egg will emerge and explode. Fly at it and 
press retro as you hit it to enter a new level. 


THf RWfSQMF, BLRCK HOLE 


THIS STrttE fcfciWE LfctHltl’ bi 

TfH'fctSS'S E.'TTMrtENTS, IS UMfcfiE 
EHTHfefc !£•/.* 


The secrets of the Black Hole revealed! 






B5TERDID 

score: 

OOOO0 

LEVEL. 1 



SECTORY 

♦ 


y 

4 ' 
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Door to 
APOLUNE 


START 


Reviewed Issue 13 From Nintendo Price £23 


Go into the Guru's house (1) and talk to him to get the 
Ring Of Elf. Go left to the King (2) and he'll give you 
your mission and 1500 gold pieces. Nip into the shops 
(3 & 4) and kit yourself out - the best things to buy are 
a hand dagger, deluge magic, and the elixir. Don't heal 
yourself with the elixir yet; keep it for later. All the 
shopping centres are virtually identical in every town, 


so once you've found out where the shops are (thanks 
to our maps) it's easy to get hold of whatever you 
want. Still at the shops, buy a J key and then enter the 
food shop (5). Keep buying food until you've got full 
energy and power. Equip yourself with the dagger and 
magic and go through the door on the far right to 
reach Apolune. 


Code: MGEIgAkQAIBO 

Go right, using magic to defeat the UM * am 

beetles ( 6 ). If you hang around and waste 4 § j j 
enough monsters you can go into the • r— ; 

magic shop (7) and buy a death spell and a magic shield. Go to 
the shops and buy a small shield and another J key. Head right 
and enter the tower using the J key. Go all the way up and 
across the tower until you reach the demon (10). Stand on the 
ledge (as shown) and use deluge magic on the demon. If that’s 
not enough, jump up and hit his head. Pick up the Mattock and 
leave the tower. Make your way to the wall (11) and use the 
Mattock to destroy it. Carry on up and right to reach Forepaw. 


Tower Of Dwarf 
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1 Here's a complete solution to 

one of the toughest _ 

tactic NES games about! [a 

Town Three - FOREPAW 






Code: j3JIATtkCEAIxw 

Build up some cash and buy a longsword, studded mail, wing boots, a 0 
key and a J key. Make your way to this point (12) and use the wing boots. 
Hold jump and up to reach the fountain and talk to the old man to activate 
it (13). Retrace your steps and go up to the screens above the shops on the 
map to this door (14). Use the J key to enter the tower and follow the 
orange route to the second fountain (15). Give the elixir to the old man to 
activate the fountain. Follow the green route to get to the guru, who will 
give you the JO key. Leave the tower, go to (17) and use the JO key. Go 
inside and head right to activate the final fountain, and to get the Ring Of 
Ruby. Go back to the screen with the tower door and push the rock that 
lies on top of the fountain from right to left (18). This will reveal a ladder 
to the door to Muscon. You'll need the Q key to open the door, but before/ 
going into Muscon it's wise to buy winged boots, a J key and a Q key./ 
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Town Four - 
MUSCON 
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Code: U2t8lntliEBAv 

From the start, head up and right to the castle, following the route shown 
on the map. Open this door (19) with a Q key to go into the Tower Of 
Sapphire. Go up through the tower as shown and fight the two demons. 
Once you've killed the second demon (20) you'll receive a pendant. Leave 
the tower and go to this screen (21). Carefully go down and right, across 

the small platforms to this shop (22). You — -- 

can buy the death spell here on the 

cheap. Visit the guru to get a code then ^90 

get up to this screen (23) and use the 
flying boots to reach the door to Victim. 


Tower Of 
Sapphire 
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Code: IXycMntliEBBIKQ 

Go to the shops and buy three K keys from this 
store (24). Go up to the door at the top left of 
the map (25) and use a K key to enter the Tower 
Of Mist. Go all the way across to the right to the 
end of level baddie. Stand on the ledge shown 
(26) and fight him. Pick up the Black Onyx when 
he's beaten. Leave the tower and make your way 
across the main town to these doors (27) and 
enter the one on the left. You'll get an A key. 
Leave and enter the door on the right using the 
A key and you'll be in Conflate. 


Town Six - 
CONFLATE 


up3ecn2tkLHRsFKcxnl 

Go along right, up and * m 

back left as shown on the 
map. Open this door (28) with a K key and go 
left to fight the demon (29) and win a battle 
helmet. Go right and then up to this door (30) 
and use a K key to enter. Go along right and 
through another door. Now go down and over 
to the right to fight this demon (31). Beat him 
and you'll get the battle armour. From there go 
left two screens, up the ladder and back right. 

Go up to this screen (32) and you'll get the battle 
rod. Follow the route shown to get to the town 
of Daybreak and go here (33) to get yourself 
some more K keys. With the K keys you can make 
your way back to the first section of Conflate 
and the Guru (34). He'll give you the Ring Of 
Dwarf and you can get a restart code. Head back 
to the key shop in Daybreak. 


Code: G36ucntlilzkEV4 

Save up 15,000 gold and make 
your way to the tool shop. Buy 
the very powerful tilte magic 
and go right to Dartmoor. 
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Code: mH6ucntmClzoMnv 

Go left, down and right to the key shop (35) and 
stock up on K keys Go to the guru and get a 
restart code. Now go left and follow the route 
shown to make It to the castle entrance (36). Go 
through the door to enter Castle Fraternal. 


Castle Fraternal 


Follow the route shown to reach this screen (37) 
To kill the thingies here easily, exit at the top 
left and re enter firing the tilte spell to immedi¬ 
ately destroy the generator. Inside is the 
transformed Dwarf King. Stand here (38) 
and as he dives hit him with tilte magic. 

Beat him and you'll get the Dragon Slayer 
sword. Activate Dragon Slayer and you'll 
be in your full battle kit. Go down to the ^ 

bottom of the map and enter this door v) 

(39) to get the Ring Of Demon from the 
guru. Now leave Castle Fraternal by the 
same way you came in. When you're back 
in Dartmoor, head left twice and go 
through this door (40) and then in the 
red door to enter Fortress Zenis. 


The Fortress is really tough to find your way through. It 
wraps around from top to bottom and from left to right 
(and the horizontal wraparound also shifts you up one 
screen). To save yourself hours of grief, just follow this 
route from the entrance to make it to The Evil One, who's 
a cinch to beat. 


Thanks to Paul Weaver 
that's Faxanadu dooed, 
dudes! We'll du (groan) 
another well 'ard mi 
name next month. MA 
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EASY MODE 


Mushroom Hut & bonus level 


Before you enter the game down one of 
the tubes, you can make life easier for 
yourself (not that this is a hard game 
anyway) by pressing SELECT - this puts 
you in Easy mode which basically rips 
out half the baddies and makes some of 
the tougher obstacles, well, not so 
tough Once you ve made your choice, 
hop down a fresh tube and prepare to 
romp through the game 

Some general rules for the game are 
kill everything, pick up everything, try 
to go up or down all of the tubes, and 
always go for the top goal bell when 
you leave a level Right now on with 
the game itself 


Press a button to enter the first Mushroom Level. When you pick up the invin¬ 
cibility star, run fast into every baddie you see for about three 1-ups, then go 
back for all the bits and bobs. At the end, climb the blocks - don't smash 
them - to get to the top goal bell. Go to the spot above the Tree Zone. This is 
the bonus level Run through it. picking up power-ups and coins. 


1 Nothing goes on here 
Swim straight through 
avoiding the fish. 

Watch out for the ju& 
shark he suddenly 
speeds up when 
you're not expecting it 


2 There shouldn't be any need for you to get coins now. so blast through this level. The 
second half is a bit of a maze, but easy to get through. The only things to watch are the 
descending spikes and the platforms before the goal bell, which shoot up when you step on 
them To get past the spikes, stand close to them and when they go up press the swim button 
once quickly When you've completed the level, go straight back in to get the secret level 
shown Remember, if you die, press START and then SELECT so you don't lose a life. You have 
to be small to get through the secret entrance, so use the turtle to cut you down to size. 


3 This level's filled with 
spikes and jelly, so go 
slowly. The boss is tough - 
kill him quick cos he lets out 
baby octopuses. (And mind 
your head when you jump 
out of the water.) 


Go to the Hippo Level. Drop into 
the water. Get the fireball power- 
up. Go back up and jump in a 
bubble. Get coins if you want, but 
it's easier to hold RIGHT and A to 
float all the way to the goal exit. 
This takes you to the Space Zone. 


1 There's a few 1-ups dotted around, so look up high. When you get to the halfway bell, hit the invisible blocks as 
shown to make a pathway upwards. Jump from platform to platform, following the trace of the coins, to get to 
the secret level. Complete it then go back into Space 1 and finish that. 
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Mario Zone 


3 Hit all the '?' blocks 
except for the one on 
the far right. This contains a 
jack-in-the-box. Ride the 
darker balls, avoiding Bullet 
Bills. When they flash, jump 
off them. Use the grabber 
to carry you across the 
spikes and... 


2 Float to the top of the screen. Ride on the scroll 
until you meet a wall of stars. Drop down and 
crouch. Ride the scroll again to the halfway bell. Follow 
the path of stars. Get the power-up and go through the 
tube to the boss. He fires two missiles at once: one 
goes down and across towards you and the other 


straight across. If you have fireballs, crouch in the left 
corner and fire when he comes down and across the 
screen (remember to duck quickly). Otherwise, wait for 
him to stop firing, and when he starts his descent float 
up so that you're in his path when he tries to come up 
your side. Hit him three times and he's dead. 


Wait for the grabber to go 
right and back again. When 
it's back on the left, hit the 
button for a 3-up every time. 
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... Do a small jump to get 
off. Go down the tube for a 
1-up. Continue to the end 
and use the grabber to hit 
the goal bell. 


4 On this level, you can stand on the black balls without 
being hit by the spikes. Running fast through here is a 
good way of avoiding everything, but remember to hit the 
halfway bell. There are three bosses on this level. You have 
to hit each one three times, but every time you hit them 
they get faster. Stand to the left. The first boss rolls along 


jkjk'vck 
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the floor, the second one bounces low, and the third one 
bounces high. The only really tough one is the third - jump 
above him when he's at the bottom of his bounce to get 
him. If you die. go back a bit from the halfway point for an 
extra mushroom. 




_ 


This ond-of-level bonus game 
isn't entirely down to luck... 


1 There's nothing of interest here until after you get to 
the halfway bell. At the first point shown above, wait 
until the razor-ball is going left underneath you. Bash the 
invisible block to get a 1-up, then drop down and run right 
to collect it. At the second point shown, you 
need fireballs to get to all the coins. If you've A*, 

got them, blast your way through the blocks. 

The '?' block at the top of the screen contains a 
carrot. Use it to control your descent and hit the 
goal bell. 


TACTIC 


Stuck on Wario, or 
can't find all the 
secret levels? Well, 
the next four pages 
will put you right! 


Review TOTAL! Issue 12 
From Nintendo [nljV 
Price £30 


2 On this level, only the dark-coloured balloons can be 
bounced on. Bounce through until you come to a group 
of tubes. There's only one you can go down. At the bottom, 
use the small jump to get the mushrooms. Head all the way 
left and up for a 1-up. Go back down the tube and at the 
bottom jump up a level. There are invisible blocks to the left 
and right. Grab the carrot and star, then go up the tube, run 
right and get as far as you can on the star. To get across the 
last spikes, bounce the thing riding the balls and jump on. 
Ride it to the end and jump for the goal bell. 
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3 At the start, run along and jump up on to the '?' blocks. 

Run fast across them to avoid the ghost mushroom. Go 
up the third tube, collect the coins and come down the last 
one. Get the bunny ears from the block shown and be careful 
not to lose it. Don't bother looking around. Use the ears to 
fly clear of any nasties. When you get to the point shown, 
take a flying leap to get to the secret level entrance. 

Macro Zone 


This is the hardest secret 
level. Either use the fireball 
power-up or fly across 
using the bunny ears. When 
you've completed this level, 
return to Pumpkin 3 and 
finish it. 


4 All the chain things in this level can be avoided by 

running fast. Go down the first safe tube for a power-up 
and 1-up. Avoid the fires under the cauldrons. Go down the 
second tube in the group of four. Go right up the tube, bash 
the blocks and go back down. Do the same for all the tubes 
and leave through the far-left one. Run across the top, grab¬ 
bing the power-ups. Go through the tube to meet the boss. 
Jump on the witch from the middle cauldron three times. If a 
lid wiggles, get off or it'll drive you on to the ceiling spikes. 


IS so 
inds 
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1 Halfway through this level is a tube that takes you to a 
bonus room. Keep facing the Boo Ghosts to keep them 
still, grab the 1-up and power-up, and go down the tube to 
the right. When you get to some steps, leap across to the 
right-hand ledge, then leap right to hit the goal bell. 


2 Go down the third tube you come to. Swim right, avoiding the fish and making the 
blocks appear. Grab the stuff and leave the room. Get the star shown and run right, 
hitting as many nasties as you can. At the end, double back underneath and float down in the 
water to get to a secret level. Complete the level then go back into Pumpkin 2 and finish it. To 
hit the goal bell you have to have bunny ears and jump from quite a long way back. 


3 This level isn't particularly hard either. There's a nice 
stash of coins up the tube where the conveyor belt 
changes direction, and at the end above your head before 
you go down the tube. To get these, bash the invisible blocks 
and jump up. Run through the horizontal tubes and grab the 
star at the end. Leg it back, running into as many turtles as 
you can for 1-ups before the invincibility runs out. Continue 
and climb up to hit the goal bell. 


You can either run under 
these balls or jump over 
them at their lowest point. 


1 Speed through the first half, collecting the power-ups. After the collapsing platform, 
jump onto the moving platform shown. Get the fireballs but don't hit the invisible block 
to the right of the power-up. Jump up from the left and use fast run to get across the gap. 
Shoot the blocks to get to the tube. Follow it round for a 3-up. Go back up to the point 
shown, above the five '?' blocks. Make the invisible blocks appear above you. Jump and clear 
the entrance to the tube. Go up and along to the secret level. When done, do Macro 1 again, 
getting the 3-up on the way, and use the moving platform at the end to get the goal bell. 










M Nothing really happens here. Rocket 

■■ through until you get to the point shown. 
Knock the invisible blocks and climb up to get 
m | the coins. Fall off the end, in line with the 
I arrow, to hit the goal bell. 


These platforms either cata¬ 
pult you up on to the spikes 
or collapse under you. 


4 A doddle, this - just collect the power-ups. Watch out 
for a thief pinching the 1-ups when you find them. 
Jump on him to get them back. Be careful of the conveyor 
belt dragging you into spikey walls. Go through to meet the 
boss. This^at is easy to beat - he always emerges from the 
same tube he went into. He also climbs the walls and tries to 
fall on you, but he's slow so you'll have time to get out of 
the way. Jump on his body (not his nose) three times. 
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I You can breeze through this one. Go through, picking up the coins. 

power-ups etc. Bash the invisible blocks to take the top route for coins. 
You can run across here by holding down B for a fast run. Don't shoot the 
blocks at the end. 


*V, 


2 Hit the halfway bell and drop down in the jelly to the 
right. Get the carrot. Float across the spikes. Go up the 
end tube and left up the line of jelly. Jump over the nasty to 
the left at the top. From the ledge, jump right and float 
across to the tube. Go through for a secret level. 



Complete the level and go 
back into Tree 2. Follow the 
same route through, but at 
the end go right and up to 
the goal bell. 




3 Go left at the junction. This is where you can pick up oodles of lives. Go through the stage to complete it. picking up the 
lives from the places shown. When completed, go back into the same level to the first 1-up, grab it, press START and 
SELECT to get out and then repeat this to build up a good stash of lives. 





Wario Finale! 

At Inst! The evil Wario - the cause of all your troubles! 


lately*-. 
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4 This level's a bit of a 
non-event. Go through 
until you reach a group of 
three tubes. Go down the 
middle one. At the bottom, 
go left or right, hitting the 
bonus blocks as you go up. 
When you leave, go down 
the middle tube and do the 
same on the other side. An 
invisible block will help you 
to reach the goal bell. 


5 Run straight through this level. At the firstblock wait 
for the platform to come round or you'll be knocked 
down. The boss is easy to beat - especially if you've got the 
bunny hat. Wait on the left for him to swoop down and 
across, then jump into his path. Go to the right and repeat, 
then to the left and do the same. After those three -j 

hits he'll be dead and you'll have your first coin. jS g 



You have to defeat Wario twice. The first battle is 
easy - hit him three times and grab the carrot. In the 
second, hit him three times when he's down low. 
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Jump the middle square 
hu on the floor to avoid 

■Sfc Wario's thumping fist. 

I 

B EiJrjaS. Run quickly post 
S BBSn these columns 

SSEjl and they won't 
5E9R ft/ 

touch you. 


Wario's Castle 
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Fireball plants give you a bit of warning that 
. a flame is coming. Be ready to duck or jump. 

““ — -— These face balls are easy enough 

to kill. One bounce each is all 
it takes. 

The moving platforms are 
quite tricky. Don't forget to 
use big jumps when getting 
off them. 
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Right, it really, truly 
honestly is the last part of 
our vast Zelda solution 
this month. (If you've 
TACTIC missed any of the previous 
instalments, don't panic - you can 
order back issues from page 95.) 


A LINK TO THE PAST 


Push this block right for a chest. 
Throw a bomb over the brown 
tiles to switch to brown down. 
Get the key, go through the top 
door and downstairs to B1. Go 
downstairs, right, upstairs, 
throw the skulls and get the 
power-ups. Go downstairs. 


Go through this transporter 
and leave through the exit you 
find when you come out. Kill 
both the caterpillars to open 
both the doors. Leave through 
the bottom exit. Now go left. 


Go to here in this room and get onto 
the transporter. Get hold of the 
power-ups from underneath the skulls 
and then go out through the exit on 
the left. 


In this room, the eyes fire 
lasers at you. Switch to bombs, 
run in and grab the first skull 
on the right. Run down and 
place a bomb by the crack in 
the wall. As soon as the door 
appears, run through. Go out 
along the ledge and back in the 
door at the end. Use the cane 
or the grappling hook to get 
across to the big chest. Open it 
for the mirror shield. Go through the door behind the chest. 
Avoiding the rolling pin, go through the top door. Step into the 
transporter and leave through the exit that you arrive at. Place 
bombs where you see cracks in the walls and leave through the 
right-hand one. Kill all the nasties in the next room, get the power- 
ups from under the skulls then push out of the way the top block 
that's stopping you from getting to the gargoyles. 


Pull the left-hand gargoyle's 
tongue to open the door. Go 
through. Run around, avoiding 
the rolling pins and picking up 
the Coins Of Joy. Go out of that 
room again, through the left 
exit in the next room and then 
go through the top door. 
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In this room, shoot an arrow at 
the switch when the rolling pin 
has passed, then run left, over 
the blocks to the chest. Open it 
for a key. Follow the rolling pin 
and throw a bomb at the switch 
to make it brown down. You'll 
have to take a bit of damage to 
get out through the top door, 
which will take you down to B2. 
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After making a pad with the 
cane, follow the route round to 
point one on the map above. 
Throw away the skull and step 
on the pressure pad. Get back 
on the pad and go round to 
point two where you'll find a 
door. Go through it. 


In this next room you'll have to 
run very fast across the bridge 
to avoid the lasers. Stop as 
shown above to avoid falling 
off the edge. Leave through the 
bottom exit. 


The lasers can't hurt you if you 
face them because of the mirror 
shield. Go down to the bottom 
chest for a key. This is the only 
chest you have to bother with. 
To get back to the middle path, 
keep turning to face the laser 
before it fires. Go up. In the 
next room there’s a locked door 
on the left. Go through it. 
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■-- Go through this trans- 

O porter and go through the 

exit as soon as you come 
out. Work your way down 
I } ' the room, switch to blue 

I Vp down, kill all the monsters 

• and leave through the exit 

I |[* < on the bottom-right. The 

tk caterpillar will have the 
— — -■ — ' —d key to open that door. 

Once through, get the transporter straight in front of you, 
which will take you to a chest. Open it for the master key. 
Step into the transporter below and then leave that room 
by the exit you'll find when you come out. Go straight into 
another transporter. When you come out, grab the potion 
under the skull. Drop down, go up the ladder in the bottom 
right-hand corner and go straight into the transporter. 

When you come out, leave through that exit. 
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In this room, go to the point 
shown above and fire an arrow 
at the switch for blue down. Go 
up and right then up and left. 


Get to this point and use the 
grappling hook from here to 
switch brown down. Go left 
twice, up and right. 


At this point, turn round and 
use the grappling hook to 
switch brown down. Go through 
the top door and down the 

, _ • a . n 1 HAiiiAr.iinc 


Go right as soon as you’re in 
this room. Shoot the Fire rod at 
the blue head When it's 
stunned, bash it with the 



Forget about Link - 
I'm the man for the 
job! {And this little 
green number 
matches my eyes!) 


Switch to the Ice rod. go left 
and do the same for the red 
head, avoiding the middle 
head, which extends to hit you 


and use the cane to make a pad 
Before you go in through the 
top door in this room, make 
sure you switch to the Fire rod. 


In this room, charge at one of 
the torches to get the key. Leave 
through the left exit. Grab the 
key under the bottom-right 
skull. Use the hammer on the 
bouncy heads as you get carried 
around on the conveyor belt. 


Once you’ve beaten the two 
heads, the turtle changes form 
and chase you. Try to hit him in 
the middle of his body with the 
sword. If you've got any magic 
power left, use the blue cane to 
protect yourself. Once this 
guardian is destroyed, you've 
rescued Zelda. It’s now time to 
take on Ganon, who’s hiding in 
the top of his tower. Go to the 
big tower and the crystals will 
open the door for you. Once 
inside, go down the ladders. 


Stand here and push the block 
from right to left This opens 

the door on 
the right 
hand side 

W Go through 

it Use the 

hook to go 
down the room 
By you're in now 


Leave a bomb here and run 
down. In the next room, leave 
a bomb by the switches and 
then run down to the bottom 
right corner of the room so 
that you're standing beyond 
the brown tiles before they go 
to blue down Get the key from 
under the skull and go through 
the locked door on the right In 
the next room, stand at the top 
and use the grappling hook to 
knock the switch to brown 
down to get to the transporter. 
Step onto it. 


When you get to here, 
place a bomb by the 
crack in the wall. Blow a 
hole and go through. 
There's a pressure pad 
that removes the top 
wall in the top left of 
the room. Run over the 
pressure pads in this 
area until you find it. 
When you've collected 
the power-ups, go back 


If all the blocks and fireballs belting about in this room start coming 
at you, don't try to avoid them, but protect yourself with the blue 
cane instead. Using the map above, push the block (highlighted) 
down so you can use the grappling hook to get to the chest. Open it 
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for a key. Use the key on the locked door at the bottom of the room. into room with the transporters and step on the one directly 



Step onto the left transporter. 
When you come off, step onto 
the next transporter, directly 
beside it. 


by the hole you blew. You arrive in a room with even more trans¬ 
porters Throw the skulls out of the way to step on the right 
transporter In the next room, step on the transporter in the top 
right-hand corner of the room, then on the one directly in front of 
you, then on the one in the bottom left hand corner. Make your 
way right across the room to the top right transporter Pick up the 
power up under the skull then step onto that transporter Head 
out of the right hand door In the big room with no 
floor and a pathway running across go down, to the 
right, and up the first pathway that heads up 
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Follow the hidden pathway 
around to get to the door on 
the top right. Follow the route 
shown above, light the torch 
and go through the door. When 
you get to the top room, grab 
all the goodies. 


Mtonm: 


Place a bomb 
here. When the 
hole appears, 
jump down. To 
fight the 
knights, shoot 
them with 
arrows as they 
bounce around. 
When the last knight turns red, use the blue 
cane for protection and hit him with the sword. 
Head out of the top exit to pick up the master 
key and some power-ups. Go back down into the 
icy room, out of the left exit, and put a bomb on 
the top wall. Go through and pick up some 
fairies. Come back out and up the stairs. 





Create a red block 
here and throw it 
onto the conveyor 
belt. Explode it to 
switch blue down. 
Repeat, but this 
time stand to the 
left of the blue 
tiles. Go up, get 
the power-ups and leave through the left exit. 
Collect the compass and power-ups from the next 
room and step onto the transporter. You arrive in 
another room with conveyor belts. Step on the star 
tiles in front, then those on the right, and go up 
into the alcove. Get the power-ups and key from 
under the skulls. Kill the nasties with arrows before 
crossing the vertical conveyor belts. Leave by the 
right-hand exit. In the next room, get down quickly 
- the bridge collapses. Use the blue cane for protec¬ 
tion. Leave through the bottom-left exit. 


Push this block 
away. Open chest 
to get red mail. Go 
through top door. 
In the next room, 
go through right- 
hand door. Get the 
power-ups from 
the chests and 
throw skulls away. Use red cane to place block on 
bottom-left pressure pad. Don't pull the lever! Go 
right, into next room. Run round, avoiding tiles and 
waiting for a key. Don't stand still for too long or 
the hand will get you. A chest soon appears with a 
key in it. Go out and through the conveyor belt 
room. In the room with nasties and lamps, kill the 
nasties then use Fire rod to light the torches as you 
go down. This opens the bottom door. Go through. 


Pull this 
gargoyle back 
to step on the 
star tile. This 
gives you a 
pathway to 
get across to 
the trans¬ 
porter. When 
you come off the transporter, run straight left. 
You're now in a room you've been in before. 
Instead of working your way around the bridge, 
follow the alternative route that takes you up to 
the top left-hand door. Go through, straight up, 
and upstairs to level 2F. Climb up the middle 
ladder and through the central door to level 3F. 
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Stand here. Use grappling hook 
to turn blue down. Remove 
skull, stand on that tile and hit 
switch for brown down. Go 
across, remove skull and hit 
switch again. Push block in 
front down. Go back onto white 
tile and switch to brown down. 
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Leave a block here using the red cane and 
then go down. Remove the skull and stand 
on that tile. Explode the block and go 
down and out of the bottom door. 



When the sandworms jump up, use the Ice 
rod on them. If you run out of energy, use 
the sword. Go through the top door and up 
the stairs to level 5F. 


Pull this gargoyle away and push it down and round 
to block off the spiky ball against the locked door. 

Kill both the red robots with arrows. This will open 
the door on the right. Go through the door. In the 
next room, avoid the lasers by moving around as 
much as possible. Kill the two robots with arrows to 
open the door. Go through the top door and through 
the top door again. In the next room, go down the 
stairs. Head all the way up and throw away the 
middle skull, which has a pressure pad under it. Make 
sure the switch is still brown down. Head all the way back down, up the stairs, up the 
right-hand side and through the top right-hand door. Avoid the cannonballs as you go 
through this room. Head up the stairs to level 4F. In the room with the conveyor belts, use 
the Bombos medallion to kill the nasties. Get the power-ups and go through the left door. 
In the next room, do the same but go through the bottom door. Use the medallion again, 
running around to avoid the lasers, and exit by the bottom door. In the next room, use the 
medallion again and run straight down. The floor of the next room is covered in ice. Use 
the medallion to get rid of the nasties. Leave by the left door and continue left. 

Follow the secret path across this 
room. Go out of the bottom door then 
all the way right, across the next 
room and through the top-right door, 
into a room with conveyor belts in it. 
Use the Ether medallion to kill the 
nasties and leave through the door at 
the top. Charge up through the centre 
of the room and leave through the 
top exit. 
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Clear the skulls from in front of the As soon as you're in this room, go up and Stand at this point and throw a bomb onto 

torches, then use the Fire rod to light them use the Fire rod on the torch. Go down the the fourth conveyor belt down to blow a 

as you go down. This will open the door at right-hand side, light the next torch, then hole in the bottom wall. Leave the room 

the bottom right. In the next room, run to the other two in a clockwise direction. Go through that hole. 

the top to get the power-ups, avoiding the through the top door and kill the nasties in 

lasers. Run to the bottom and down the the next room. A key appears. Collect the 

stairs. This door takes you upstairs to 6F. power-ups then leave through the left exit. 



Stand here and use the blue cane to hit the 
switch for brown down. Throw away all the 
skulls and hit the switch for blue down. 
Open the chest to get a key. Hit the switch 
for brown down and leave through the 


Jump down when the guardian's out of the 
way. Hit him in the tail as you did with a 
previous guardian. When he's dead, use the 
grappling hook to get to the chest. Go up 
the ladder, push the top block across, then 


Defeating the wizard is achieved in exactly 
the same way as before. Ignore his two 
shadows and just reflect his spells back 
onto him, avoiding the others as best you 
can or using the blue cane. 



bottom exit. In the next room there's 
another guardian. 


the bottom one. then the top. Leave by the 
bottom-left exit. Go through the next room 
(with conveyor belts in it) and upstairs to 
7F. Have the blue cane ready. 
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You get carried to here. 
Whatever you do, don't jump 
down the hole! 


Go here on the map. Make sure 
you've got 100 Rupees before 
you go in the bomb shop. 


Go into the bomb shop and buy 
the big pink bomb. Walk out of 
the shop with it. 


Take the bomb to here on the 
pyramid and run away from it. 
This blows a hole in the wall. 
Go through and you find the 
mysterious pond. Throw the 
bow and arrows in. Wait and 
throw your sword in, then 
throw the empty bottles in. 
Now go back up to the hole 
and jump down. 


Use the blue staff and run into Ganon while he's throwing his 
trident. He starts casting fire spells, but don't worry about them 
while you're still invincible. After a while he blows the floor away 
and turns invisible. Keep on lighting the two torches at the bottom 
of the room with the Fire rod and whacking him with the sword 
until he freezes. Then change to the bow and arrows and shoot him. 
Repeat this until he dies and your task will be complete. Hurrah! 


And that's yer 
lot! Thanks 

^ again to the inimitable 
Paul Weaver for turning an 
impossible task into one that 
was merely fiendish, frustrating, 
laborious and horribly hard. 
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GamesMaster is tough. GamesMaster can 
handle itself in a fight. So if you're looking 
for trouble, you've got it. The latest edition 
is packed with previews, reviews, tips and 
news. And more humour than you'll find in 
all the other mags put together. 

There are astonishingly well-written 
reviews of Lemmings 2, Starwing, Super 
Tiny Toons, Sunset Riders, Terminator 2 
and gallons more. 

You can also enter loads of exciting 
competitions with massive prizes, and 
even the odd challenge. 

So don't buy soap, cheese, cotton buds, 
CDs or linen. Buy GamesMaster. It's one 
of life's necessities. ! 


•v 


GamesMaster, you see, is a way of 
life. It won't just give you the 
lowdown on the entire video games 
scene, including arcades, it'll also 
give you challenges involving top 
indy-rock, techno-rave bands such 
as Sunscreem. 

•4 

And since GamesMaster is by 
far the biggest video games mag 
in Europe, who do you think will 
be giving you the best exclu¬ 
sives, the most shocking news 
and the wittiest captions? Us. 
And we're also rock hard. 
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All your gaming 
problems solved! 

Dear TOTAL. 

I want to know how to get the Bombos medal 
lion on The Legend Of Zelda A Link To The Past 
on the SNES. 

From Oliver Scarborough. Germany 
Dear Ollie, 

You can find the Bombos in the Dark World Go 
inside the staked area at the end of the penin 
sular at the south west of Dark World and use 
the Magic Mirror to transport you to Light 
World Then walk to the left and you should find 
the Bombos medallion 
JAMES 





5 S- S 


*1 


Where do the Bombos in Zelda live? Read 
on to find out. And if you're really stuck, 
see our solution over the last four issues 

Dear TOTAL 

I hope you can help me I've got Hook for my 
Super NES but I'm finding it a bit tricky I have 
made it through to Captain Hook once but he 
beat me and I’ve not been able to make it back 
there again How do I beat Hook 1 Thanks for 
your help 

Jamie Wheyme, Rotherham 
Dear Jamie, 

You actually have to beat Hook twice to finish 
the game First, you fight him on the bow of the 
ship Get close to him and as he goes to swing 
nip in and stab him with your knife Do it four 


times and he'll drop down to the dock In the 
second fight you can only hit him when his hook 
is outstretched Jump and move Peter in the air 
to avoid the hook on the way down and hit him 
the moment you land After three hits he’ll use 
his sword again Use the same tactics as the first 
duel, but be careful cos hr walks towards you. 
Another three hits and he's history 
CHRIS 

Dear TOTAL. 

On Mega Man 3 on the NES I can get up to Dr 
Wily s Castle and complete it up to the first skull, 
but I can t do the two robots a> my weapons are 
low Do you have any tips as my hair is being 
pulled out fast 

Yours very stu< k Steven I iv»rpo<>l 

Dear Stevie, 

Well, without knowing what you're doing earlier 
on in the level there s no way we can tell you at 
what point you're using up all your weapons 
needlessly However, you'll need to use Hard 
Man to knock through some walls, the Dog to 
ride across some spikes, and Shadow Blade to hit 
a massive nasty in the eye To be honest, though, 
the two robots, nasty as they are, shouldn't pose 
too much of a problem unless you've really 
wasted your weapons 
STEVE 


TOTAL! CHALLENGE S 


Keep your challenges 
coming in - but be sure 
you can do 'em first! 

SUPER MARIO BROS 1 WES 

Try and finish the game in under 10 minutes real 
time It's tough, but remember, you can use the 
warp zones it can be done, honest 
Stephen Henry. Newcastle (way ay, man!) 

SUPER MARIO KART SNES 

Finish in the top three in the Mushroom Cup 
without using any of the special items that you 
can pick up during the race When you've done 
that try the Flower Cup and the Special Cup. 

Daniel Pearson, Workington 



So you reckon that you're a Super Mazza 
Kart ace, do ya? Well, try winning all three 
cups without using a single power-up! 


SUPER MARIO BROS 3 NES 

See if you can complete the game in less than 25 
minutes I can get through it in about 24 beat 
that if you can 1 
Simon Gerring Carterton 

SUPER SOCCER SNES 

Try and beat all of the teams on the tournament 
levels without conceding any goals at all Very 
tricky task 

Graeme Baird. Fife 


CHIP AND DALE NES 

Select the two player 
game and make Chip 
carry Dale all the 
time so that he can't 
use the crates as 
weapons It's pretty 
darn tough’ 

Rhys Lewis, Penarth 

TRACK MEET GB 

Give Ricky a four second start ir the 100m and 
eight seconds in the hurdles and try to beat him 
Alex Shaw Lewisham 



Send your challenge to us at: TOTAL! 30 Monmouth Street, Bath, Avon BA1 2BW 


1 My challenge is for: 
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BATTLETOADS 

ZAXAALAA 


TRICK 

YAXAALAA 

AAXAALAE 

PAXAALAE 

ZAXAALAE 

LAXAALAE 

GAXAALAE 


LAXAALAA Stai 
GAXAALAA Stai 
IAXAALAA Start 
TAXAALAA Star 
* Start on level 7 
Start on level 8 
- Start on level 9 
Start on level 10 
Start on level 11 
Start on level 17 


Start on level 2 
Start on level 3 
Start on level 4 
Start on level 5 
Start on level 6 


ACTION REPLAY 
CODES 

There’s a hotline for each Action Replay 
format, open till 5.30pm. The SNE5 one is 
on 0782 745990. Game Boy on 0782 745991 
and NES on 0782 745992. 

BEST OF THE BEST 

7E0221FF Infinite energy 


TRICK 

7E0DB405 

7E0F3303 

7E001901 

7E001902 

7E001903 


SUPER MARIO 
WORLD 

- Infinite lives for Mario 
Infinite time to do a level 
Permanent mushroom 
Permanent cape 
Permanent flower 


SPIDER-MAN 

083099FF Infinite web power 


DONKEY KONG 
CLASSICS 

00005502 - Infinite Mario in 

TRIf k Donke V Kon 9 

^ 00004C02 Infinite Junior in 

Donkey Kong Junior 


MEGA MAN 3 

000QAE03 Infinite lives 


Name 


BIONIC COMMANDO 

00004A02 - Infinite lives 


OPERATION WOLF 

00005009 Infinite bullets 
00005304 Infinite grenades 


Address 


TIME LORD 

00061503 - Infinite lives 


STAR WARS 

0006DF03 Infinite lives 


Send your cheat codes to: Cheat Cart Codes TOTAL! 30 Monmouth Street Bath BA1 2BW 


PILOTWINGS 

108D-0FA7 Infinite fuel 

4DE7-6DDF Reduce gravity 

CDE7-6D0F Increase gravity 

E2F-6F0F - Increase rocket-pack power by three 


WAVE RACE 

012650D0 Infinite time 


NINJA GAIDEN 

01029CC0 Infinite lives 
010593C0 Infinite fire wheels 


SOUL BLAZER 

7E1BC305 - 16 life points when you reach 
1000 experience 

JAKI CRUSH 

7E1C62 XX Replace XX to get any 
J number of lives 

a SUPER MARIO 
WORLD 

01XYB4FF - Replace X and Y 

for a world and a level (e.g. 

TRICK wor j c j 3 | eve j 3) 


RIVAL TURF 

D5B0-DFD7 Start with eight lives 
C2C3-D76D Infinite continues 
C36A-DFAF Infinite lives 
C28F-A4D4 Infinite time 
3C87-6404 Start the game with four shields 
instead of three 


TETRIS 

GGZAUP - Press down to stop a block in mid air 
ZZZAUP Press down for a super drop 
OTZAUP Press down to hold a block in mid air 
for five seconds 


FERRARI GRAND PRIX 

004-58C-19E No loss of speed when you 
touch the kerb 

000-22C-C49 Smaller loss of speed when you 
hit another car 


METROID 2 

00F 36B E6E - Infinite missiles 
80F-6DD-7F6 Infinite energy 


TERMINATOR 2 

C95-00E-4C1 - Infinite energy 
001-03B-19E Infinite time 


We know a song about Tetris, don’t we? 


STREET GANGS 

LVNYIVYL Increase stamina to 99 
TOSNAVYE Start with double quantities of 
most attributes 


GAME GENIE CODES 


You can get all the latest codes from the Game 
Genie hotline Call 'em on 0843 231088 (till 7pm) 


DIG DUG 

09B-ACA-E66 
02C DAA-E62 
09C-DAA-E62 


- Start with nine lives 

- Start on level 2 

- Start on level 9 


TRICK 


FINAL FIGHT 

A288-DFD9 Infinite continues 
DDBF-6766 - All food gives full 
energy 


TRICK 


My codes are for: (tick one) 

I | CB Came Cenie Q NES Came Cenie 

[] CB Action Replay [] NES Action Replay 

Game Code 


SNES Came Cenie 
SNES Action Replay 

Effect 


□ 

□ 










































TIPS 


"N" 


GET YOUR SCORE SORTED 









SOLUTIONS 

NO 'CALL TIME’ 

WASTED WITH 
VERBAL RUBBISH)I 

LINES UPDATED"EVERY MONDAY WITH THE HOTTEST TIPS AND CHEATS AROUND RING: 

SNES 0336 42 03 24 

NES 0336 42 03 25 

GAMEBOY 0336 42 03 26 

MEGA DRIVE 0336 42 03 27 


*?TTTfc 


ANY OF THE TOP FIVE GAMES OF YOUR CHOICE ON ANY FORMAT 
RING: 


COMP-LINE 0336 42 03 28 

(Multi-choice with tie breaker) 

IMPORTANT Please ask the permission of the person who pays the telephone 
bill before making any calls: CALLS COST 36p/MIN CHEAP RATE 
AND 48p/MIN AT ALL OTHER TIMES. Calls cost a maxium of £3.60. 

Full rules from this address: 

Megasus Solutions, Globe House, Headley Road, Grayshott, Surrey GU26 6LB 











































Popping spree: 


Mo, TOTAL isn't opening a chain of supermarkets! But we have got 


some fab stuff for you to buy. 'Checkout' the Nintendo* 



related bargains below! 


Fed up with not being able to play 

I all those amazing 

[/ Japanese and American 
V carts? Not any more- 
J Universal Adaptor to the 
rescue! The best £16.99 
you'll ever spend. Probably 
Available for NES or SNES. 


Here's a brill way to keep your carts 
safe from, er, I 
dunno falling 

jars of 9 
mayonnaise 
or summat, M 
Available for 
NES Game Boy M 
or Super NES 


With this amazing device you can 
beat the toughest of games! The Pro 
Action Replay even shows you levels you 

never knew existed! How good is 
^ . it? It's so good the TOTAL team 

themselves use it! Available 
for NES, Came Boy and 


I There's only one way to keep your TOTAL collection from 
r getting tattered and torn - bung ‘em in you/ binder! (By the 
way, to snap up those missing issues, just turn the page.) 


Fill in the form - and that's an order! 

Action Replay - now tick one format: □ Game Boy (GBACT) £29.99 □ NES (NESACT) £29.99 □ Super NES (SNESACT) £44.99 
Nuby Cartridge Soft Pak £9.99 - now tick one format: Game Boy (T0GC3) NES (T0GC4) Super NES (T0SN3) 

Universal Adaptor £16.99 (Super NES only): D (SNESAD) 

TOTAL binder £5.99 (TOBINDER) orL Two TOTAL binders £10.95 (T0BINDER2) 



Top fighter joypad £64.99 (TOTTF) 


Mrs 


Miss 


Surname 


Method of payment 


Card Number 


□I 


Cheque/Postal Order 


Address 


Postal Town 


County 


Expiry date 


Signature_ 



Date 


Postcode 


Please return this coupon (together with your cheque if that's how you're paying) in an enve¬ 
lope to the following address (no stamp needed if your order is posted in the UK): 

TOTAL, Future Publishing Ltd, FREEPOST, Somerton, Somerset TA11 6BR 


Please make cheques payable to Future Publishing Limited 

TOTAIOS93 
















ARCADE SOFTWARE 

(DEPT T2) 77/80 SHOPPING HALL 
MYRTLE RD, EAST HAM 
LONDON E6 


UK SNES + STREET FIGHTER II + PSU + JOYPAD £144.99* 
SUPER SCOPE + 6 GAMES £54.99* 


ESC! £ 


SALES HOTLINE 
10AM-5.30PM 
081 470 4313 
EVES & SUNDAY 
0831 193630 


cyce 

ACCESSORIES 

QJ Pro Pad See 
Through Casing Auto 
Fire Slow Motion 
£10.99 

Action Replay 
£43.99 


GAME BOY 

Deluxe Carry Case 
Logic 3 
£8.99 

A.C. Power Adapter 
For G. Boy 
£4.99 

Car Adapter 
For G. Boy 
£3.99 

Sound Adapter 
For G. Boy 
£7.99 

Action Replay 
Pro G. Boy 
£28.99 

Handy Carry for 
G. Boy, Screen Cover 
to protect direct 
daylight reflection 
£6.99 

Handy Boy 
For Game Boy, 
Stereo Amp & 
Speakers, adjustable 
magnifier, 

2 illuminating lights, 
joystick: enlarged 
fire button 
£28.99 

G. Boy 

Rechareable Battery 
£14.99 


NES 

Q.J. Propad 
See through casing 
autofire/slow motion 
£10.99 


UK SNES GAMES 

Act Raiser. 

.46.99 

Super Turrican. 

...36.99 

Addams Family. 

.41.99 

Super WWF. 

...42.99 

Another World . 

.41.99 

Turlies. 

...41.99 

Blazing Skies 


Top Gear. 

...41.99 

(Wings 2). 

.36.99 

Ultraman. 

...36.99 

Dragons Lair. 

.43.99 

Zelda 3. 

...36.99 

Fxhriiid Hpaf 

.43.99 

X-Men 

...42.99 

F-Zero 

. 36.99 

Mario Paint. 

.Call 

Final Fight. 

.46.99 

Prince Of Persia. 

.Call 

Home Alone. 

.43.99 

Road Runner 

. Call 

Joe Mac. 

.46.99 

Super Basket Ball 

.Call 

Kick Oft. 

.36.99 

Mickey’s Magical Quest Call 

Krusty's Fun House.. 

.43.99 

Super Off Road. 

.Call 

Lemmings .. 

.46.99 

Super Parodius. 

.Call 

Paper Boy 2. 

.36.99 

Desert Strike. 

.Call 

Pilot Wings. 

.36.99 

NHLPA Hockey 93... 

.Call 

Populous. 

.41.99 

PGA Tour Golf. 

.Call 

Rival Turf. 

.41.99 

Axelay. 

.Call 

Robo Cop III. 

.46.99 

Suzuki FI. 

.Call 

Sim City. 

..36.99 

Best Of The Best ... 

.Call 

Super Adv Island. 

.41.99 

Starwars. 

.Call 

Super Aleste. 

.41.99 

Pushover. 

.Call 

Super Castlevania 4 

41.99 

Lemmings.. 

.41.99 

Super Ghouls & 




Ghosts. 

..46.99 

Aliens 3. 

.May 

Super Mario World... 

..41.99 

WWF 2 . 

.June 

Super Mario Cart . 

38.99 

T2. 

.June 

Super Probotector 

..41.99 

Addams Family 2 


Super R-Type. 

..37.99 

Bubsy . 

.May 

Super Smash TV. 

.43.99 

Power monger. 


Super Soccer. 

..36.99 

Tiny Toons. 


Super Tennis —. 

.36.99 



SNES USA/JAP GAMES 

FI Exhaust Heat II... 

.54.99 

Lemmings. 

...43.99 

FI 5 Stnke Eagle. 

.48.99 

Mario Cart. 

...43.99 

Addams Family 2. 

.48.99 

Mario is Missing. 

.Call 

Alien 3. 

..48.99 

Mechwarrior. 

...54.99 

Aliens Vs Predator... 

48.99 

Mickey Mouse. 

...48.99 

Batman Returns. 

.54.99 

NBA Basket Ball.... 

...48.99 

Battletoads. 

.Call 

Skins Game. 

...43.99 

Bulls Vs Blazers. 

.48.99 

Spell Craft. 

...48.99 

Bubsy ... 

.Call 

Star Fox USA. 

...64.99 

Cybemator __ 

.54.99 

Star Trek. 

.Call 

Dragon Ballsy. 

..68.99 

Superman. 

.46.99 

Fatal Fury ... 

..53.99 

Super Starwars. 

..54.99 

Fearsome Fortress.. 

.Call 

T2. 

.Call 

Final Fight 2. 

.Call 

T2 Arcade. 

...43.99 

Gem Stone. 

..48.99 

Tiny Toons. 

...54.99 

Goal. 

..43.99 

Tom & Jerry. 

...54.99 

Goof Troop (Capcom) .. Call 

Top Gear 2. 

.Call 

Grand Prix II . 

.43.99 

Twin Bee. 

.46.99 

Jimmy Connors Tennis43.99 

WWF 2. 

.Call 

Jungle Wars . 

...48.99 




THE UNIVERSAL ADAPTER TO PLAY UK'JAP/SNES GAMES 



MAIL ORDER DETAILS: 

ALL PRICES ARE MAIL ORDER ONLY. 

PRICE STATED WITH * IS ALSO OUR 
SHOP PRICE ♦ PAP. 

ALL ITEMS LISTED ARE BRAND NEW 


1 

PLEASE ADD £1 P&P PER 
GAME & ACCESSORIES £5 
FOR CONSOLES 


1 

& SUPER SCOPE 


WE RESERVE THE RIGHT TO CHANGE 
PRICES WITHOUT PRIOR NOTICE EAOE 


TRADE ENQUIRIES 
FAX 081 471 8900 
DAY/EVES 0831 193630 


I 




lluotsol? H&Wb 

BETTER THAN A POKE IN THE 


EAR WITH A WET FISH !!! 


Isn't love a wonderful thing !! Caz 
Cool found out that Bitmap Boy is a 
member of the Killer Konsole Klub, so 
she rushed up to him and declared 
undying love to him ! Aaaahhh !! 
Y'see, Caz Cool was so impressed by 
the Killer Konsole Klub. she joined 
straight away !! So because Bitmap 
Boy got Caz Cool to join, he had the 
choice of either having a fiver off a new 
game,£2.50 off a used game or a 
FREE part exchange. So he's chuffed. And C az 
Cool is even happier because she gets atgBA 
least 12.5% off most new Sega and|®<3 
Nintendo games, 15% off usedAAr^f®^ 
games, part exchanges from four^ 
quid and an excellent bi-monthly 
newsletter, packed with news, reviews, 
competitions and tips. All this for only 
£7.50 a year!! 


Doug T. Trainspotter is also in love. But 
has no girls chasing after him because 
isn't a member of the Killer Konsole Klub. 
Nope, the only thing he could pull is a 
flask. Aaahhh ! Isn't love a FUNNY 
thing ! 


If you want to be as happy as Bitmap Boy and Caz, 
then fill in the form below. Please include either a 
cheque or postal order for £7.50 made payable to 
'Killer Konsoles'. 


If you want to be like Doug T. Trainspotter and have a 
love affair with your flask, well, that's fine, but don't 
forget to get any burns you may acquire treated by 
your local casualty department!! 


NAME 


ADDRESS 


_POSTCODE.. 

TELEPHONE_D.O.B- 

SIGNATURE- 

MACHINE(S) OWNED- 


Please, oh please, DON'T send 
cash in the post!!! 

PLEASE SEND COMPLETED FORM AND 
PAYMENT OF £7.50 TO: 

KILLER KONSOLE KLUB 
DEPT TOT, 72 BASILS ROAD 
STEVENAGE, HERTS SGI 3PU 
TEL/FAX 0438 367406 

rt <>srrr 


WANTED: 
USED GAMES 

























































































































Buying? Selling? lust want to see your 
name in print? This is where it's all at! 


• Nintendo NES for sale, with nine 
games and Zapper gun, for £200 All 
boxed with instructions. Mint condition. 

Tel: 0344 54133 

• NES games for sale - Chip 'n‘ Dale and 
Bart Vs The Space Mutants, £20 each. 
Excellent condition. 

Tel: 0803 856318 

• SNES game for sale/swap, perfect 
cond, £27. Super R-Type and a Spectrum 
♦2 ♦ over 60 games ♦ joystick, £95!! 

Tel: 0248 353320 

• NES for sale, five games - Super Mario Bros 1, 2, 3. Mario 1 and 
Duck Hunt on one cart. Also, Turtles, Zapper and two controllers. 
Good condition. Offer £100. Ask for James. 

Tel: 031-864 9604 

npro Fighter for any SNES system. New 

and boxed. 

(ask for John) 

• NES Swords And Serpents, Zelda I, £18 each. Happ competition 
Pro NES controller, half new price, £11.50. 

Tel: 081-940 5969 

• For sale, Super Mario Land 1 (GB), hardly used, boxed with 
instructions. Good condition, a bargain at £13. Phone after 4pm. 

Tel: 051-428 5942 

• Official Super NES console, two pads. Super Mario World, 
hardly used, immaculate, £110 ono. 

Write to: P. Evans, 36 Hindburn Drive. Mosley Common, 
Worsley, Manchester 

• Game Boy + seven ace games, light/magnifier, amplifier and 
carry case (also four-player adaptor), only £150. 

Tel: 021-353 4371 

• NES games for sale - Goonies II and Link for £30, or swap for 
Micro Machines and Kick Off (not boxed). Phone and ask for Irah 
after 5pm. 

Tel: 081-691 1118 

• NES games for sale - Chip *n' Dale, £30, Solar Jetman, £20, or 
both for £50. Call and ask for John. 

Tel: 0472 824512 

• Sega Master System Plus with three games, gun, control pads 
and secret game cheat Worth £200. will sell for £150. 

Tel: 081-594 4078 , 

• NES for sale with two controllers, Zapper, SMB1, SMB3, Duck 
Hunt, Double Dragon, bargain at £85. 

Tel: 041-882 8207 

• NES, boxed plus five great games, two joypads, all excellent 
condition, £100 ono. 

Tel: 0924 270768 

• NES with 13 great games like Dizzy, Solstice, Mega Man, Zelda, 
Mario, Duck Hunt, Zapper and Action Replay Barg at £250. 

Tel: 0803 606521 

• SNES games! Pilotwings. Castlevania and F-Zero, £32 (ono) 
each. Call after 6pm (ask for Daniel). 

Tel: 0234 355343 

• NES Action Set with games and joystick, all boxed, for just £95 
ono. Phone Philip. 

Tel: 0277 231064 

• 40 - yes, 40! - games in one cartridge for Game Boy, £80 ono. 
Ask for Ben. Also, SNES wanted. 

Tel: 0423 880555 

• SNES Street Fighter II set + extra Supercon joypad. All brand- 
new and boxed. £100. 

Tel: 0604 415735 

• NES for sale with five games, £100, or with 10 games, £150. 
Extra games. £15 each as well. Ask for Daniel after 4pm. 

Tel: 0502 574640 

• Bargains! Four NES games for sale - Robowarrior, Digger T. 


Rock. Stealth ATF and Super Mario Bros 1. All boxed, in mint 
condition. Will sell for £15 each ono. Will also consider swapping 
three or all four for a decent SNES game. Also, still boxed, brand- 
new unwanted gift (less than one week old), an NES Advantage 
joystick for sale. Will sell for amazing price of £25 ono (worth 
£40). Call Asas after 4:30pm weekdays, all day weekends. Hurry! 
First come, first served! 

Tel: 081-455 8422 

P NES with two controllers, 12 games. 

Games include SMB2 + 3, Kick Off + 
Castlevania. Worth £550, a bargain at 
£195. Phone Laura after school hours, 
first come, first served. 


Tel: 0263 733336 


• Yol I have Robocop 3 (UK) and Gunforce (US), £35 each or £60 
for both (SNES). 

Tel 0484 422995 

• NES for sale, two joypads, American Game Key adaptor with 
one game plus three British games (four in all), will sell for only 
£100 ono. 

Tel 0978 3S9392 

• Game Boy for sale + light 4 magnifier, Tennis (95%), Tetris, Dr 
Franken (91%) and Batman, £100 or swap for SNES + SFII. 

Tel: 0380 840528 

• NES games for sale - Bart Simpson (GB), Zelda 2: The 
Adventure Of Link (GB) and Double Dragon 2 (US). All games 
boxed with instructions. Vgc. 

Tel: 0225 704712 

• Game Boy complete with battery pack and magnifier (plus 
eight games (FI, Radar Mission, Spider-Man, Hunt For Red 
October, Mario Land, Prince Valiant 2, Doc Mario and Tennis). 
Only £135 ono. 

Tel 0685 371124 

• Game Boy games for sale Turtles 1, £15. WWF1, £10. 

Tel: 0268 743811 

• NES, Zapper, Duck Hunt, SMB3, Mega Man 2, Rainbow Islands, 
Paperboy. Nintendo World Cup. Worth £350, asking £150. 

Tel 0480 215399 

• Game Boy with seven games - Super Mario 1 4 2, Tetris, 
Choplifter, Gremlins 2, R-Type and Burai Fighter, also with Handy 
Boy, two-player lead and headphones Will sell for £150 ono. 
Worth £250. 

Tel: 081-384 1633 (after 5pm) 

• Game Boy, eight games in one and 16 games in one for sale, 
including Dr Mario. Klax, Alleyway. £30 for eight-in-one and 
sixteen-in-one 

Tel: 0726 817167 

• Lynx for sale with two games - Rampage & Chips Challenge, 
£90 or nearest offer. Phone George. 

Tel: 0423 323000 

• Super Nintendo game for sale - F-Zero, boxed with instruc¬ 
tions, only £25. NES game for sale - Kung Fu, no box, only £7. 

Tel: 0928 713491 

• UK NES for sale, with Four-Score (three joypads) and these 
games: Super Mario 1,2 4 3, Smash TV, Gradius, Nintendo World 
Cup, Tetris, all with instructions, £100 ono. 

Tel: 0322 666560 

• NES Action Set, great condition 4 Hogan’s Alley and Mega 
Man 2. All complete with instructions. £90. 

Tel: 081-692 8250 

• Nintendo (NES), boxed, plus Turtles. Mario 3, Mario 2, Donkey 
Kong Classics, Timelord, Captain Skyhawk. All for £165 ono. 

Tel: 0491 36219 

• For sale. Game Boy game - Bart Simpson: Escape From Camp 
Deadly, £15. And GB light/magnifier, £5. 

Tel: 081-572 8816 

• SNES carts: UN Squadron (UK), £30, Super Smash TV (US), £25. 




Game Boy carts for sale - Robocop, Fortress Of Fear and Dragon's 
Lair, £11 each. 

Tel: 0437 767868 

• For sale for £250, Commodore 64, 50 games, lightgun. printer. 

Tel: 0222 810213 

• Game Boy. carry case, game light/magnifier, batpack, AC 
adaptor, nine games. Tetris, Tennis. SMB1. T2. Golf, Castlevania. 
Duck Tales, Kick Off, Gremlins 2, sell for £160 ono. Ratings over 
76% In TOTAL I 

Tel: 090-674 469 

• Game Boy with six games plus leads. Handy Boy, Action 
Replay, mains adaptor and carry case All boxed, In excellent 
condition. Worth over £300. Ring and make an offer. 

Tel: 0858 464667 

• NES games for sale - Bionic Commando. £10. Donkey Kong, 
£10. Turtles 1, £10, Wrestlemania Challenge. £18. All boxed 

Tel: 0895 637918 

• Super NES game for sale! Castlevania IV (UK version), £30 ono. 
Call Mike after 6pm. 

Tel: 0822 610101 

• NES plus two joypads plus one Python II joystick and seven 
games - Kick Off, Micro Machines. Punch Out. Double Dragon II, 
Gremlins 2, Super Mario Bros 2 and Donkey Kong Classics. Plus 
back issues of TOTAL and Club Nintendo. Worth £330, sell for 
£225 ono. 

Tel: 0823 432177 (after 6pm only) 

• NES, good condition, seven games, including SMB1, 2. 3, 

Zapper gun and Battletoads and Lemmings. £130 ono (still 
boxed). Ask for Jim. 

Tel: 0529 240274 

• NES Action Set for sale plus seven games, including SMB1. 
SMB3, Gremlins, excellent condition, £110. 

Tel: 0255 677389 

• NES game for sale - A Boy And His Blob, boxed with instruc¬ 
tions, £15 ono. Ask for Ben. 

Tel: 0869 245511 

• NES for sale with seven games, Zapper, Game Genie with code 
book. £170 or offers. 

Tel: 0279 842872 

• Game Boy carry case, can hold 13 games + one In your Game 
Boy, instruction booklets can be held under Game Boy unit, also 
holds rechargeable battery unit and four batteries, light or 
magnifier. Game Link cable, headphones. £20 (includes postage 
and packing). 

Tel: 0706 849104 

T NES for sale, three controls (inc Zipper), 

10 games, inc SMB1 ♦ 3, DD2, Gunsmoke 
and Castlevania. Worth £500, was 300, 
now £199.50. Phone after 6pm and ask 
for Jean-Baptiste. 


lei: 0242 820814 


• Game Boy for sale with Tetris and Game Light for £45 and four 
games for £12 each. Phone eves/weekends. 

Tel: 081-301 0186 

• Commodore C64, two joysticks, lightgun, mouse and paint 
package, over 60 games. £65. 

Tel: 021-354 1713 

• NES for sale with Turtles and Low G Man. Just £58 Also. NES 
games - Chip 'n' Dale, £27; Captain Planet, £23, Duck Tales, £25, 
Digger T Rock, £15. Everything boxed with instructions. All 
together for £135, or swap for a SNES with one or two games. 
Just phone now and ask for Felipe. 

Tel: 0782 750880 

• For sale, Sinclair Spectrum 128k, including zapper gun, two 
joysticks and 60 games, for £120. And a box of 120 games for 
£30. Total £150. 

Tel: 0384 296735 


Single Mega Drive joypad for sale. £10 
or nearest offer. Contact Steve Jarratt at 
the TOTAL office. 


Tel: 022S 442244 
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• I will swap Super Mario 2 for any NES 
game except Zapper games, Zelda 1, 2, 
Gremlins, SMB3. 

Tel: 0662 83269 

• I would like to swap Super R-Type or 
F-Zero for any two decent games for 
SNES (one for one). 

Tel: 081-445 4927 

• SNES/Game Boy games swapped/part- 
exchanged/bought/sold Consider 
swapping anything (especially Super 

Bowling, Kick Off, John Madden 1/*93 and Caesar's Palace. 

Tel: 0273 593371 

• NES swap. I have Burai Fighter and will swap it for Micro 
Machines or Battletoads. Ask for Skip. 

Tel: 0480 405638 

• I will swap my SNES and two control pads for a Mega Drive + 
any games. 

Tel: 0708 726277 

• NES with three games and gun. Swap for Game Gear with one 
or two games. Ask for Daniel. 

Tel: 051-342 7918 

• Will swap Roller Games (NES) for any decent NES game that's 
been reviewed in TOTAL. Also, tons of 48k Speccy games for sale, 
including titles like The Di 2 zy Collection and Man United 
Football. Phone for details - ask for Jonathan. 

Tel: 0275 462453 

• Wanted. NHLPA Hockey or WWF Wrestlemania in exchange 
for Super Soccer (for SNES). 

Tel: 0924 490495 

• I will swap my Joe + Mac (for NES) for either Addams Family. 
Four-Player Tennis, Top Gun 2 or Blowout. 

Tel: 0257 423806 

• I will swap Super Mario Bros 3 for Tom And Jerry or Lemmings 
(on NES). 

Tel: (Marlborough, Wilts) 515563 

• Tetris (GB) for any other GB game (sorry, not boxed) Tetris 
includes instructions. Ask for Paul. 

Tel: 0706 849104 

• Will swap SNES Super Wrestlemania for Spider-Man And The 
X-Men. Ask for Luke. 

Tel: (Huddersfield) 661558 

• Will swap Super WWF or SFII (both UK) or even my brother for 
Super Soccer or Super Tennis (also UK) for SNES. 

Tel: 0372 453778 

• I will swap Castlevania 4, NHLPA ‘93 Hockey (USA) for Super 
Star Wars, Mickey's Magical Quest or Desert Strike (SNES). 

Tel: 0734 417981 or weekends 0734 752417 

• Game Boy swap. Nintendo World Cup, Chase HQ for Track 
Meet, Super Kick Off. 

Tel: 0603 890207 

• UK SNES game, Bart's Nightmare, for decent UK SNES game. 

Tel: (Durham) 5870014 (?) 

• SNES swap. Pilotwings for Super Basketball or Super NBA 
Basketball (preferably British). Call after 5pm. 

Tel: 0625 532242 

• Will swap Super Castlevania IV (American version) for 5uper 
Smash TV, King Of The Monsters or Final Fight. 

Tel: 0706 59656 

• Will swap my Game Boy with six games and lots of accessories, 
all in exc. condition, worth over £300, for Super NES plus games 
or Amiga 500. 

Tel: 0858 464667 


• Swap my NES with five games for SNES. 

Tel: 021-551 8881 

• I will swap my Super Hunchback or Tennis for your Mario t or 
2 for Game Boy. 

Tel: 0702 587397 

• Hi! I'm French and I'm looking for a 
pen pal, M or F, aged 12-15. I've got a 
Game Gear and a SNES. (Photo if 
possible.) Au revoirl 
Write to: G. Brodar, 11 Rue Thiers, 
62800 Lievin, France 

• Hi. my name's Simone. I*m 14 years 
old, will write to M/F any age. Will reply 
to all letters. 

Write to: Simone Withers. 28 Glyme 
Way, Long Hanborough, Oxon 

• Hi, I’m looking for a pen pal. My hobbies are soccer, rugby. I 
like rave and I’m 10. 

Write to: David Wainwright, 59 Mesnes Ave., Worsley, 
Mesnes, Wigan WN3 5TL 

• Hi. my name's Kirsty and I want pen pals (M or F, 13-15) who 
are into Nintendo, grunge bands and reading Stephen King. 

Write to: Kirsty Toms, 15 Southwood Avenue, Walkford, 

*X‘ Church. Dorset BH23 5RJ 

• Hi, my name is Laura Winstaniey and I'm 11. I'm looking for a 
pen pal about 11 or 12. My hobbies are my Super NES, NES and 
Game Boy 

Write to: Laura Winstaniey, 24 Dene View, South Gosforth. 
Newcastle-upon-Tyne NE3 1PU 

• Hi, my name is David Megennis, I’m looking for a pen pal aged 
13-14, male or female. I like playing my Game Boy and 
swimming (photo if possible). 

Write to: David Megennis, 7 Stanelow Crescent. Standon, 
Herts SG11 1QF 

• HiM'm 11 years old and I’m looking for a pen pal about my 
ageM My hobbies are bench-ball, my SNES. NES and Game Boy. 
Write to: Eleanor Havery, 9 Briarwood Crescent, 
Walkerville, Newcastle NE6 4ST 

• Hello. I am looking for a pen pal, M or F, age 13+. I like playing 
Game Boy. 

Write to: Wayne Bellamy, 2 Church Road, Fitzhead. 
Taunton, Somerset TA4 3JU 

• Hi. I am looking for a pen pal. male or female, aged 12+ I like 
playing with my Game Boy. 

Write to: Tina Milton, 1 Hills Cottages, Fitzhead, Taunton, 
Somerset TA4 3JW 

• Hi! I'm Steven, age 11, and I would like a pen pal, boy or girl. 
My hobbies are reading (TOTAL!), hill-walking and playing with 
my SNES 

Write to: Steven Cummings, 4 Gaol Square, Armagh. 
Northern Ireland 


• Wanted: Lemmings, Tetris or Dr Mario 
(on the NES) with manuals if possible. 
Willing to pay £15-20. 

Tel: 0482 447029 

• Hey! I want Tennis, Parasoi Stars, 
Kirby's Dream Land or Nemesis for 
Game Boy. Will pay 10 quid ono. 

Tel: 0245 353960 

• Wanted, SNES games around the 
Taunton area. 

Tel: 0823 480222 

• Wanted! TOTAL issue one in good condition. Will pay £10. 

Tel: 081 691 0354 

• Wanted, issue one of TOTAL! Have got Shoot Annual '93 avail¬ 
able to swap with. Must be in good condition. 

Write to: T.M. Arbon, 280 Riverside Villa. Cretinghem, 
Woodbridge, Suffolk IF 13 7BG 

• Complete guide to Super Mario 
World, every level revealed in detail. 
£1.50 plus large stamped addressed 
envelope to: 

Paul Crawford. 36 Edenticullo Rd. 
Hillsborough. Co. Down. N. Ireland 

• HI, Shona, you're in TOTALI Wow! 
Happy birthday from Cormac Scanlan. 

Yo, dude! 

• Want to make extra cash the legal 
way? Interested? Contact Stephen at: 

149 Wynard. C-l-S, Co. Durham 
DH2 2TJ (Enclose an sae.) 

• To Nicole. Have a great birthday. Love Gavin. P S. hands off the 
SNES when I'm away. 

• Kelly Hinds loves Jesse Boyce. Hi! Paul & Maekela Love Fatima! 

• Dear readers, I have collected a large number of tips for Game 
Boy lovers. If you want to avoid headaches, phone: 

081-302 6608. Free service, your tips welcomed. 

| Michael Hodge - why are you reading 
this instead of doing your 
homework/tidying your room/getting 
ready for school? 

(From Mum!) 

• Communicate free world-wide using your computer via packet 
radio. Get a novice amateur radio licence. For details please send 
an sae to: 

G3ZHL 52 Hollytree Avenue. Maltby, Rotherham. 

Yorkshire 566 SOY 

• Kazza, I love Mark much more than you and stop copying me, 
Faye. From Mark's best friend, Katie. 

'Ring Wars' American wrestling P.B.M. 
Take your wrestler or tag-team to one of 
eight title belts. Participate in steel cage 
matches and royal rumbles. Send 50p 
postage to: 


Nick Higton, 14 Kestrel Court, Carew 
Road, Wallington, Surrey SM6 8PW 






• 16-Bit, the new fanzine covering: PC, 
Amiga, Atari ST, Mega Drive and SNES. 
Ttl 0306 742698 and ask for Chris to 
order your copy. 

• Pause is the great fanzine for Game 
Boy players! Send your name and 
address and a stamp and a 20p coin to: 
Pause. 10 Metheradga Drive, 
Knertsbof ough. North Yorkshire 
HG5 9DA 
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Reader ads! 

£1 for a norma! ad 
£5 for a boxed ad 
Free t® sssbscribei 


You can pay by cheque or Postal Order 
made payable to future Publishing 
Don’t forget to say which classification 
you want your ad to appear in the clas 
sifications available are Sales, Wanted, 
Swaps, Fanzines, Pen Pals, and News 

We w ill do our best to print your ad in (hr next 
issue of TOTAL, but we can't guarantee inclusion 
by any specif" date Remember that we work at 
feast a month ahead of the date of publication, 
so get your ad in early! 


I'm a reader and I want to say... 



Details (Relax, we won't print your address) 

Name . 

Address . 


Okay, write your message in here! 

Remember to use BLOCK CAPITALS . 


. Postcode . 

Telephone number ... 


Parental signature. 

(Get your parent to sign if you're under 16) 

Tick here if you're a subscriber 


Classification 


E> 
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Recall 
Top Ten - 
the best 
of MES 


SUPER MARIO BROS 3 

Nintendo 

1 2 players £40 

Fat your heart out. Sonic' 

Even the e^ht bit Mario beat) 
the blue rodent hands down' 



ELITE imagmeer 

1 paver £20 

M you want a game to get 
engrossed in, you won t find a 
better buy than this Saying 
that t s b g doesn t even 
•-ome close! 

92% (Issue 1) 

MICRO MACHINES 

Code MastervHomby 
1 players £33 

This mim race em up is prob¬ 
ably even more fun than the 
real thing 1 Brilliant! 

92% (Issue 9) 

DIZZY Codemaster. 

1 play* 5 ' £30 

A great arcade adventure 
packed with variety and fast 
into the bargain A real plea 
are to play 



RAINBOW ISLANDS Ocean 
1 l players £40 

Forget Rod, Jane and Freddy 
this is a superb platformer, 
with wonderful gameplay 
i —^1 • ' • ■ 

r- * 


rrr nr. . T 




NEW ZEALAND STORY 

Ocean 

1 2 players £35 

A terrific platform blaster, 
packed to the brim with great 
sounds and glorious graphics 




Coming at ya in glorious TOTAL-o-vision: the most comprehensive and informa¬ 
tive buyer's guide in the entire cosmiverse, with over 400 games reviewed and 
rated. TOTAL Recall - so good it should be wearing a halo. 

Remember, game prices 
can vary a lot. The prices 
here are as accurate as 
we can make them, but 
you may find different 
ones. Shop around for 
the best deal. 


Taito 1-2 players 

A slick platform hack ‘em up. Great 
backdrops and varied enemies. 



4-PLAYER TENNIS 

Asmik 1-4 players 

A few new ideas, but ruined by bad 
controls and awful collision detection. 
52% 03 (issue 10) 

A BOY AND HIS BLOB 

Nintendo/Absolute 

Entertainment 1 player 

Original, with nice backdrops, but Its 
too slow and lacks action. 

55% £35 (Issue 2) 

ACTION IN NEW YORK 

Infogrames 1 player 

A tasty blaster (similar to Probotector) 
with only five levels but lots of action. 
69% £40 (Issue 12) 

ADD AMS FAMILY Ocean 1 player 
Playable at first, but marred by poor 
collision detection and »oo-easy levels. 
55% £40 (Issue 7) 

ADVENTURE ISLAND U 

Hudson Soft 1 player 

Loads of levels, but too simplistic 
Needs more going on and more to do. 
57% £43 (Issue 9) 

BAD DUDES Ocean 1-2 players 

Yes, a bad beat ‘em up - bod sounds, 
bad animation and bad gameplay 
39% £25 (Issue 13) 

BATMAN SunSoft 1 player 

A tough platformer with five massive 
levels and lovely backdrops. A must. 
81% £45 (Issue l) 


5 Sunvoft 1 player 
A run-of-the-mill platformer that lacks 
inspiration and imagination. 

46% £40 (Issue 15) 


OYNABLASTERm dson Soft 
1 ? players £35 

Easily the best multi player 
game ever to hit the NE5 
90% (Issue 13) 


I MASTER Sunsottl player 
Neat graphics and lots of exploring, 
but no passwords and it goes on a bit. 
71% £40 (Issue 6) 

BLUES BROTHERS 

Nintendo 1 player 

Tough, mazey platformer with big 
var.ed levels, but graphics let it down. 
30% £40 (issue 12) 


74% 

£23 (Issue 4) 

BOULDER DASH 

First Star Software 

1-2 players 

Diamond-collecting, boulder-dodging 
action. Addictive and challenging. 

90% 

£30 (issue 1) 

BUBBLE BOBBLE 

Taito 

1-2 players 

Frantic, addictive platform action. An 


DIGGER T. ROCK - THE LEGEND 
OF THE LOST CITY 

Milton Bradley/Rare 1 player 

Colourful graphics and slick anima¬ 
tion, but it's deathly dull. 

58% 05 (Issue 1) 


GEORGE FOREMAN'S KO 
BOXING SunSoft 1 player 

Looks old and doesn't hove enough 
oomph to compete. Very basic stuff 
51% 05 (hvue 15) 


Capcom 1 player 

A collection of five badly done sub¬ 
games. Basic and full of glitches 
44% £45 (Issue 10) 


HAL Laboratory Inc 1 player 

Some decent graphics and varied 
opponents, but it's far too easy 
52% £35 (Issue 5) 


Ocean 1 player 

The world's most sadistic puzzler hits 
the NES. and it's as addictive os ever. 
85% £43 (Issue 11) 


Capcom 1-2 playon 
Tnis fun cartoony arcade adventure 
may be cute, but it's as hard as nails! 
77% £35 (Issue 8) 


OF THE JOKER Sunsoft' 1 player 
Luscious graphics and lots of variety, 
but It's sluggish and unresponsive. 
64% £45 (Issue 12) 

BATTLE OF OLYMPUS 

Nirrtendo/lmagineec 1 player 

A truly engrossing and highly playable 
quest with lots to discover Lovely' 
92% £20 (Issue 1) 

BAYOU BILLY Konami 1 player 

An awful mixture of ripped-off game 
styles The worst Tapper game ever 
22% £25 (Issup 4) 

BLADES OF STEEL 

KonamilPakom 1-2 players 

A highly playable Jc# hockey sim 
which will keep you going for months. 
81% £35 (Issue 3) 


almost perfect arcade conversion. 

80% £30 (Issue 1) 


THE BUGS BUNNY 


f Code Masters 1 player 

Massive, good-looking arcade adven¬ 
ture. Lots of variety, lots of challenge. 
90% £30 (Issue 12) 


Kemco/Seika 1 player 

Jerky scrolling, crap graphics and 
repetitive levels. Oh dear. 

31% £45 (Issue 4) 

BUCK Y O’HARE Konami 1 player 
The difficulty level’s a bit patchy, but 
it’s a great-looking, huge platformer. 
86% £40 (Issue 16) 

BURAI FIGHTER 

Nintendonraxan 1 player 

A solid blaster with a goad mix of 
mindless blasting and tactical play. 
77% £30 (Issue 16) 


JR Lllte 1 player 
A bit straightforward, but intriguing 
puzzles and amazing animation 
83% £35 (Issue 3) 


r KONG Nintendo 1 player 
Two ancient platform games which 
are showing their age a bit now. 

40% £25 (Issue 5) 


Acdaim 1-2 players 

More dull beat 'em up ‘action’ from 
the duff Double Dragon team 
43% £40 (Issue 14) 


Mindscape 1 player 

A scrolling shoot 'em up with brilliant 
animation and a varied challenge. 
70% £35 (Issue 3) 

CAPTAIN SKYHAWK 

Nintendo/Rarc 1 player 

A superb blast 'em up with smooth 
graphics and frantic action. 

83% £23 (issue 1) 


I Vales Curve 1 player 
frustrating but enjoyable demb 'em 
up. Difficult but compulsive. 

71% £36 (Issue 8) 

CASTLEVAMLA Konami 1 player 
A big, fun game, although you may 
find the gameplay a little repetitive. 
71% £30 (Issue 7) 

CASTLEVANIA U 
Konami 1 player 

More adventurey than the first game, 
but still pretty repetitive. 

61% £30 (Issue 7) 

CASTLEVANIA III 

Konami 1 player 

The best of the Castlevama series. A 
meaty beat ’em up with lots of action. 
80% £40 (issue 7) 


INJA Elite 1 player 
Looks good but plays bad. Repetitive 
and badly structured. 

67% £19 (Issue 4) 

CHIP ‘N’ DALE RESCUE RANGERS 

Capcom 1-2 players 

Great graphics, great gameplay and 

great fun, but a bit too easy 

81% £3S (Issue 4) 

DEFENDER OF THE CROWN 

Pakom/Konami 1 player 

A complex guest which looks inter¬ 
esting but doesn't quite work 
71% £25 (Issue 1) 

DEFENDERS OF OVMATKON CITY 

JVC/lucasfilm Games 1 player 

Basic, boring and cruddy all round. 
37% £40 (Issue 12) 

DIE HARD Activision 1 player 

Looks tatty, but there's a neat game 
inside. Realistic and engrossing. 

78% £35 (Issue 7) 


I Joleco 1-2 players 

Lousy graphics, confusing gameplay 
and slow action. Very unrealistic. 

39% £40 (issue 1) 


8 H Sunsoft 1 player 

Challenging platform shoot 'em up. 
Graphics are great, gameplay less so. 
73% ' £50 (Issue 5) 

GUMSHOE Nintendo 1 player 

More like a Mario game than a 
Zop per one. fun, but a bit too weird. 
75% £30 (Issue 4) 


Acdaim 1-2 players 

Its tough, but you'll get bored before 
you finish it. Seriously repetitive stuff. 
36% £40 (issue 11) 

DROPZONE Mindscape 1 player 

An oldie, but it's a frantic megablast 
and ideal for a swift pick up 'n' play. 
90% £40 (Issue 14) 

DUCK HUNT Nintendo 1 player 

A mildly entertaining Zapper game. 
Okay if It's free with the Action Set. 
43% £30 (Issue 4) 

DUCK TALES Capcom 1 player 

Unoriginal but playable, with good 
animation and groovy characters. 

69% £45 (Issue 2) 

DYMABLASTEK Hudson So hi-2 players 

Probably the best multi-player game 
ever invented - simply unmissable) 
90% £40 (Issue 13) 

ELITE Imagmeer 1 player 

This shooting explore ’em up is old 
but ace. Huge, absorbing and tough 
96% £40 (Issue 11) 

FAXANADU Nintendo 1 player 

Zelda-type adventure full of little 
puzzles. Great to look at and play. 
88% £23 (Issue 13) 

F-U STRIKE EAGLE 

Microprose 1-2 players 

An above-average flight sim. but the 
graphics and sound are unspectacular. 
56% £35 (issue 9) 

FERRARI GRAND PR1X 
CHALLENGE Acclaim 1 player 

Some nice Ideas, but the awkward 
controls make it too unplayable 
61% £40 (Issue 9) 

THE FLINTSTONES Taito 1 player 
Lovely graphics, but bad collision 
detection makes it too frustrating. 
46% £45 (Issue 10} 

GALAXY 5000 Activision 1-2 players 

Futuristic race and blast 'em up which 
is absorbing but too hard to control. 
52% £30 (Issue 7) 

GAUNTLET II M.ndscape 1-4 players 

5mooth scrolling and over 100 levels. 
An almost perfect arcade conversion. 
88% £25 (Issue 1) 


LOW G MAN 

Nintendo Taxan Group 1 player 
Huge, playable and ingenious, with 
vast levels and beautiful graphics. 
94% £20 (Issue 2) 


Jaleco/Lucasfiim Games 1 player 
Fun graphics and ingenious puzzles 
make this a playable adventure. 

83% £55 (Issue 3) 


Irem 1 player 

Looks nice and plays well but it’s 
unoriginal and far too easy. 

58% £35 (issue 14) 


Nintendo 1 player 

Point 'n' shoot action which is fairly 
entertaining but lacks variety. 

64% £30 (issue 4) 


E T»HQ 1 player 

Looks a real dud at first, but once you 
get into it you'll find it’s quite fun. 
61% £40 (Issue 16) 

HOOK Ocean 1-2 players 

A neat movie licence, with sweet 
gameplay and bright, dear graphics 
84% £45 (issue 6) 


Milton Bradley/Rare 1-2 players 

An excellent graphic conversion, bul 
with only six levels it's too simple 
56% £40 (Issue 2) 

MARIO AMD YDS HI 

Sunsoft 1 player 

A decent enough puzzler, but It lacks 
that all-important addictive edge. 
66% £40 (Issue 15) 

MAXIVISION IS 

Maxivision 1-2 players 

What a load of rubbish! There are 15 
games here and they're all crap. 

27% £60 (issue 10) 


i Ocean 1 player 
Not a particularly original platformer, 
but it looks okay and is quite playable 
77% £40 (issue 13) 

MEGA MAM Capcom 1 player 
An extremely tough platform shooter, 
with no password system. Beware! 
68% £35 (Issue 6) 


Hi Tech Expressions 1 player 

This waterlogged shoot 'em up gives 
you lots of weapons, but it's too slow. 
32% £43 (Issue 7) 

ISOLATED WARRIOR 

Nintendo/',/ap Inc 1 player 

Fast, furious 3D-ish shooter. Good fun, 
but the levels drag on a bit. 

72% £35 (Issue 1} 

IVAN ‘IRON MAN' 

STEWARTS SURER OFF ROAD 

Nintendo/Trade West 1-4 players 
Far too easy, but this dirt-track racer is 
still great tun with friends. 

54% £30 (Issue 1) 

JACK MlOt LA US GOLF 

Konami 1-4 players 

Good but flawed: detailed views and 
loads of features, but too inaccurate. 
57% £35 (issue 4) 

KAEJUKI QUANTUM FIGHTER 

Nintendo 1 player 

Nifty graphics, but the levels are badly 
designed and it's all rather average. 
71% £20 (Issue 13) 

KIOUJE CUBICLE 

Nlntendo/lrem 1 player 

This novel puzzler has great graphics 
and sound but It's a bit easy. 

62% £11 (Issue 4) 

KICK OFF Anco 1* players 

Playable, challenging and fast. Thts 
really is a remarkable game. 

93% £36 (Issue 4) 

KONAMI HYPER SOCCER 

Konami 1-2 players 

Fast and exciting, with good two- 
player controls, but can be a bit easy. 
83% £3S (Issue 6) 


Capcom 1 player 

Not as tough as Mega Man. and 
better all round. Bright and funny. 
83% £45 (issue 6) 

MEGA MAN 3 

Nintendo/Capcom 1 player 

The best of the lot - tough gameplay. 
smooth graphics and lots of baddies. 
87% £40 (Issue 101 

MICRO MACHINES 

Code Masters/Hornby 1-2 playon 

This mini racer's fast and fun, with 

realistic gameplay and brill handling 
92% £33 (Issue 9} 


Palcom 1 player 

There's lots of tun to be had wtth this 
spy sim if you persevere. 

79% £40 (Issue 4) 


Konami 1-2 players 

It’s got the looks, it’s got the game¬ 
play. but where’s the challenge? 

69% £30 (Issue 15) 

NES OPEN GOLF 

Nintendo 1-2 players 

Doesn't break any new ground, but 
manages to be both fun and realistic. 
86% £35 (issue 10) 

NEW ZEALAND STORY 

Ocean 1-2 players 

A stunning arcade conversion from 
Ocean. Blinkin' fab! 

93% £40 (Issue 5) 

NOAH’S ARK Konami 1 player 
Superb example of a platform shoot 
'em up- The action Is incessant. 

86% £40 (Issue 14) 
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NORTH AND SOUTH 

Infogrames 1-2 players 

Patchy graphics* but this Civil War 
game is varied and enjoyable 
74% £45 (Issue 12) 

OPERATION WOLF TaitO 1 player 
A crap lightgun game which is irri¬ 
tating as well as boring. 

36% £30 (issue 10) 

PAPERBOY 2 Minchcape 1 player 
Unoriginal, uncontrollable and badiy 
programmed. Oh. and boring. 

S0% £40 (Hsue 14) 

PARASOL STARS Ocean 1 player 
Cute, addictive and tough, This great 
platformer will soon get you hooked. 

91% £30 (Issue 13) 

PIRATES Konami 1 player 

Atmospheric strategy game which will 
keep you playing for ages 
85% Dun no yet (Issue 16) 

POWER BLADE Taito 1 player 

Rip-roaring sound effects and impres¬ 
sive beasties. but it's a bit of a doddle. 
49% £25 (Issue 2) 

PRINCE OF PERSIA 

5unsoft 1 player 

Shoddy animation and awkward 
control. Looks very dated now. 

35% £40 (Issue 15) 

PRINCE VALIANT Ocean 1 player 
Mildly engaging for a while, but ulti¬ 
mately too primitive and awkward 
59% £3S (Issue 14) 


Konami 1*2 players 

The NES version of the classic Contra. 
A frantic and challenging shooter 
85% £23 (Issue 4) 


THE SIMPSONS - 
BART VS THE SPACE MUTANTS 
Acdavn 1 player 

Lots of humour, but it's tough and 
there are no passwords Pros only 
81% £40 (Issue 1) 

SKATE OR DIE 

Palcom/Konami 1-2 players 

This has five sub-games, but none is 
very good and some really stink. 

52% £35 (Issue 1) 

SKI OR DIE 

Pakom/Konaml 1-2 players 

Just like Skate Or Die - with more 
white in it Incredibly dull 
53% £40 (Issue 2) 

SNAKE, RATTLE IT ROLL 

Nintendo/Rare 1-2 players 

A cracking 3D scrolling collect 'em up. 
Pretty graphics and two-player action. 
90% £30 (issue t) 

SNAKE'S REVENGE 

Konami 1 player 

Quite fun to begin with but gets 
mighty dull after a while 
44Vo £35 (Issue 6) 

SMASH T.V. Acclaim 1-4 players 

Lots of baddies make this a frantic 
blaster, but it’s a bit too repetitive. 
82% £40 (issue 3) 

SOLAR JETMAN - HUNT FOR 
THE GOLDEN WARPSHIP 

Nintendo/Rare 1 player 

With a massive task, this shooting 
explore ‘em up is one cl the best 
92% £20 Ossue f) 

SOLSTICE 

Nintendo/Software Creations 1 player 
Gob-smacking graphics make this vast 
3D adventure weU worthwhile. 

90% £20 (Issue 1) 


Konami 1-2 players 

A superb shoot 'em up which is tough, 
action packed, and great looking. 
91% £45 (Issue 14) 

PUNCH OUT Nintendo 1 player 
One of the better NES boning sims. 
but too basic and simple 
74% £30 (issue 11) 

RAD GRAVITY Activision 1 player 
looks a bit drab, but It's an intriguing 
platformer with loads of variety 
74% OS (Issue 14) 

RAO RACER Banda. 1 player 

Not bad. but spoiled by average 
graphics and repetitive gameplay 
66% £30 (Issue 9) 

RAINBOW ISLANDS 

Ocean 1-2 players 

Near-perfect gameplay and brilliantly 
judged difficulty. Wonderful stuff I 
92% £40 (hsue 5) 

RESCUE - THE EMBASSY 
MISSION Kemco 1 player 

Sniping, abseiling and lots of tip¬ 
toeing, but boy. is it dull 
48% £30 (Issue 5) 

RC PRO-AM 

Nintendo/Rare 1 player 

A weird game which plays really well 
but the gameplay lacks depth. 

62% £35 (Issue 15) 


_K Nintendo 1 player 

Not very fart, frantic or. er. trilling 
There are loads of better platfortners. 
67% £35 (Hsue 15) 

STAR WARS 

iVCAucaif Im Games 1 player 

A platform shooter wrth wonderful 
graphics and superb playability 
88% £45 (Issue 3) 


tnfogrames 1 player 

An odd-look mg and unspectacular 
beat 'em up with a few good touches. 
61% £40fhsue 12) 


Himendo 1 player 

More varied than the first Super 
Mario game but not as good as SM83. 
79% £40 (issue 5) 



Palcorn/Konami 1 player 

Addictive and fun, but looks awful 
and is far too primitive. 

44% £30 (Issue 6) 

ROBIN HOOD Virgin 1 player 

An RPG-type explore ‘em up with 
minor puzzles and major flicker. 

63% £40 (Issue 14) 

ROBOCOP Oiean 1 player 

A fun stomp-and-blast 'em up, but It's 
too easy and lacks longevity 
66% £40 (Issue 2) 

ROBOCOP 2 Ocean 1 player 

A brilliant platform shooter, but with 
Infinite continues it's far too easy. 
79% £40 (Issue 10) 

ROBOCOP 3 Ocean 1 player 

A tough but intelligent game - brute 
force Is not a good tactic here l 
88% £40 (Issue 13) 

ROLLER GAMES Konami 1 player 
A good mixture of jumping and 
punching. Not brilliant, but fun. 

72% £40 (issue 2) 

SHAOOWGATE Kemco 1 player 
Taxing puzzles and plenty of places to 
visit. It's a shame you keep dying. 

74% £25 (Issue 2) 

SHADOW WARRIORS 

Tecmo 1 player 

Huge levels and varied graphics, but 
f rustr.Ttfng and awkward to control. 
47% £25 (Issue 3) 


SWORDS A 

Acclaim 

Bland scenery, but trie 
advent urey action mai 

82% 

SWORD MASTER 

Activision 

Probable the most bo* 
ever. Simplistic. repeti 

22 % 


1 player 


l 2 UN Ltd 
A splffy little game-of-the-film Good 
platform beat 'em up action 
74% £40 (Issue 3) 


TOP CUN - THE SECOND 
MISSION Konami 1-2 players 

Amazingly fast visuals, but rt's too 
hard to be much fun. 

66% £40 (Issue 1) 

TRACK AND FIELD II 

Konami 1-2 players 

Another complex button-bashing 
sports tim. For fans of the genre only. 
54% £35 (Issue 9) 


E Acclaim 1-2 players 

Looks great and plays well, but it's not 
difficult enough. Short-term fun only 
67% £30 (Issue 3) 

TURBO RACING 

Data East 1-4 players 

Nice-looking and smooth-playing . A 
bit si mole, but it'll last a while. 

81% £30 (Issue 9) 


BATMAN - RETURN OF 


i 2 Konami 1-2 player 

Lots o< action and a few nice touches, 
but too repetitive and slow-paced 
66% £45 (Issue 6) 

TURRJCAN imagineer 1 player 

Platforms, guns, nasties - Turritan’s 
(jot 'em all. but it's very average stuff. 
77% £42 (Hsue 14) 

ULTIMATE AM COMBAT 

Activision 1 player 

The best NES flight sim yet This will 
test even the toughest gamers. 

82% £35 (Issue 15) 

WIZARDS AND WARRIORS 111 
Acclaim 1 player 

A bit dull to start with, but quickly 
becomes intriguing and very playable. 
76% £40 (Issue 7) 

WWF WRESTLE MANIA 


ICapcom 1 player 

Cute 'n' colourful graphnx but <t»too 
fiddly and frustrating 

59% £45 (hsue 14) 


Milton Bradley/Rare 1 player 

Five levels of puzzle-sohring. time¬ 
travelling tedium. Blinkin awful 
43% 05 (issue 1) 

TINY TOON ADVENTURES 
Konami 1 player 

A brilliant conversion which is even 
more fun than watching the cartoons. 
88% £40 (issue 9) 

TO THE earth Nintendo 1 player 
A proper 30 shoot 'em up, but with a 
Zapper The best fightgun game out. 
82% £30 (Issue 4) 

TOM AND JERRY 

Hi-Tech Expression 1 player 

An ordinary and not very Inspired 
platformer. (And where's Tom?) 

67% £43 (Issue 11) 

TOP GUN Konami 1 player 

Not a techy flight sim but a simplistic 
shoot 'em up. Fun, but not tor long. 
69% £40 (Issue 14) 


Sunsoft 1 player 

Glorious graphics, fab sounds and five 
exceedingly tough levels 
86% £23 (Issue 10) 


i Mind scape 1 player 
The Game Boy version of the pen-and- 
paper game. Bonng and pointless. 
23% £25 (Issue 14) 


Trade West 1 player 

Heaps of variety makes this a real 
treat for Game Boy arcade fans. 

90% £20 (Hsue 11) 

BILL AND TED'S EXCELLENT 
GAME BOY ADVENTURE 

Sunsoft 1-2 players 

Rush down to your local Cirrie-K and 
buy this most bodacious cart nowl 
91% £20 (Issue 3) 


UN Ltd/Rare 1-2 players 

Under the surface this game's a real 
lightweight, even for wrestling fans 
30% OS (issue 6) 

WRATH OF THE BLACK MANTA 

Taito 1 player 

Good graphics, but It's unplayable 
The hero die* every few seconds 
42% £23 (Issue 13) 

THE LEGEND OF ZELDA 

Nintendo 1 player 

The quest is vast but doable, and the 
task holds your interest. A classic! 

78% £40 (Hsue 2) 

ZELDA 2 - YMC Mvtimmt or umk 

Nintendo 1 player 

Graphics could be better, but there's 
plenty of action and tantalising dues. 
82% £40 (Issue 2) 


Palcom 1-2 players 

Disappointing version of a great 
game. Not really suitable for the GB. 
60% £20 (issue 6) 

BLUES BROTHERS Titus 1 player 
A tough platformer with slow 
graphics but big and varied levels. 
74% £23 (Issue 10) 

BOULDER DASH Sunsoft 1 player 
Superb graphics and lots of tough 
screens keep this interesting. 

89% £25 (Issue 3) 

BOMB JACK tnfogrames 1 player 
Maybe not fancy enough for some 
tastes, but still great fun 
84% £25 (Issue 12) 

BOXXLE FCI/Pony Canyon 1 player 
Looks simple, but the 108 puzzling 
levels just get harder and harder 
69% £20 (Issue 9) 

BOXXLE 2 FCI/Pony Canyon 1 player 
Simple but engrossing. You won't find 
more refined puzzle-solving than this. 
72% £25 (Issue 10) 



Ocean 1 player 

A tough challenge, but it's all a bit 
plain. More pukey than ooky. 

52% £20 (Issue 7) 


Hudson Soft 1 player 

Loads of levcH and smooth, dear 
graphics Lame gameplay. though. 
56% £22 (Issue 9) 

THE ADVENTURES OF ROCKY 

AJMO BULL WINKLE 

T*HQ 1 player 

On* of the naffest platform collect 
'em ups ever to hit the Game Boy. 
39% £22 (Issue 13) 


• Accolade 1-2 players 

The simple but compulsive blaster of 
o*d just isn't the same on the G8. 

55% £20 (Hsu* 5) 


Sunsoft 1 player 

Lots of web-throwing and beat ’em 
up sequences make thb fun. 

68% £20 (Hsue 3) 


BALLOON KB Sunsoft 1 } 

A cutesy little adventure providing 
excellent hazard-dodging fun. 

76% £25 (hsue 3) 


Tire Sales Curve 1 player 

Simple, frustrating and addictive, but 
could annoy rather than enthrall 
75% £25 (Issue 8) 

CASTLEVANIA ADVENTURE 

Konami 1 player 

Lovely animation and detailed back¬ 
drops make this a real treat 
89% £23 (Hsue 1) 

CASTLEVANIA U Konami 1 player 
Massive levels and fewer gripes than 
the above. A really classy game. 

90% £20 (bsue 5) 


Acclaim 1 play*r 

Nicely structured gameplay and heaps 
of challenge. Wgwf" 

92% £22 (Hsue 4) 

BART VS THE JUGGERNAUTS 
Acclaim 1 player 

Mildly entertaining at first but then 
utterly frustrating. Sloppily done. 
45% £22 (Issue 12) 


I Sunsoft 1 player 

A tricky little platform snoot ’em up. 
Small graphics but speedy action. 

80% £25 (Issue 1) 


E Accolade 1-2 players 

Bosk, but tough and addictive. Fun to 
zap away at now and again. 

68% £23 (Issue 5) 


l n JVC 1 player 

Graphics are unimpressive, but rt's an 
Involved game with lots of challenge. 
80% £23 (issue 6) 


DAEDALIAN ORUS 

Nintendo 1 player 

Challenging, but not exciting enough 
if you're not into puzzlev 
45% £20 (Issue 5) 

DAYS OF THUNDER 

Mindscape 1 player 

Smooth!ish) vector graphics but sadly 
It ain’t that fast. For racing fans only. 
73% £20 (Issue 4) 

DOUBLE DRAGON 2 

Acclaim 1-2 players 

Slick enough to keep you amused if 
you want yet another beat 'em up, 
77% £20 (Issue 4) 

DRAGON'S LAIR Elite 1 player 

Some of the best Game Boy graphics 
you'll ever see. Hard but playable. 
79% £23 (Hsue 3) 

DR FRANKEN Elite 1 player 

Beautiful platform adventure with 
detailed graphics. Flippln' brilliant 
91% £23 (Issue 5) 

DR MARIO Nintendo 1-2 players 

Forget the Mario connection - after a 
while this gets pretty dull. 

64% £17 (Hsue 1) 


Electro 8rain 1 player 

A fun and fiendish puzzler with a 
challenge that’ll last for ever! 

77% £25 (Hsue 11) 

BUBBLE BOBBLE Taito 1 player 

Terrifically addictive platform action. 
Passcodes make it too easy, though. 
68% £20 (Issue 6) 

BUBBLE GHOST 

FCl/Pony Canyon 1 playar 

Blowing a bubble around a house 
could have been fun. Sadly, it ain’t. 
22% £20 (Issue 8) 

BUGS BUNNY Kemco 1 player 

This game has 80 levels, but sadly 
they're all much the same. 

43% £20 (Issue 1) 

BURAI FIGHTER 

Nintendo 1-2 players 

A beautifully structured eight-way 
scrolling shoot 'em up which will last. 
84% £20 (Issue 4) 

BURGER TIME DELUXE 

Data Fast 1-2 players 

Maybe a bit too simplistic, but still an 
addictive, if odd, platformer. 

71% £20 (Issue 8) 


Hudson Soft 1-2 players 

Loses summat on the 'Boy, but still a 
stiff challenge for shootin’ freaks. 
79% £25 (Hsue 15) 

DUCK TALES Nintendo 1 player 
A snazzy little collect 'em up with a 
tough challenge and good control. 
78% £20 (Issue 2) 

DYMABLA5TER 

Hudson Soft 1-2 players 

With four games in one cart this 
offers terrific value for money 
93% £25 (Issue 2) 


F-1 RACE Nintendo 1-4 players 

Loads of courses, four-player link-up 
and fast graphics make this a corker 
88% £25 (Issue 1) 

F-1S STRIKE EAGLE 

Hudson Soft 1 player 

Frantic seat-of-the-pants combat, but 
not enough depth or variety. 

78% £25 (Issue 15) 

FACEBALL 2000 

Bullet Proof Software 1-4 players 
Graphics you could frame and 
addiction you could bottle Essential) 
93% £23 (Hsue 5) 


Ocean 1 player 

None of the five gambling games here 
requires enough skill. 

60% ' £20 (Issue 6) 


BATTLETOADS 

Trade West/Rare 
1-2 players £36 

Forget the Turtles - these 
dudes really kick butt! Serious 
platform beat ’em up action 
92% (Issue 11) 

PARASOL STARS Ocean 

1 player £30 

Rainbow Islands sequel with 
loads of power-ups, bonuses, 
and other in-game treats. 

91% (Issue 13) 

PROBOTECTOR 2 Konami 

1-2 players £40 

How much hardware can you 
handle? This game's got more 
ammo flying around than 
you’ve ever seen! Not for the 
faint-hearted! 



Recall 
Top Ten - 
the best 
of GB 

SUPER MARIO LAND 

Nintendo 

1 player £25 

It had to be number one. 
didn’t it? The best-designed, 
most playable GB game ever! 


Sunsoft 1 player 

Great graphics and fun gameplay. 
Tough but well worth the aggro. 

82% £20 (hsue 2) 




CHALLENGE Acclaim 1 player 
This has all the usual racing stuff but 
doesn't offer anything now. 

63% £20 (Issue 11) 

FOOTBALL INTERNATIONAL 

Bandai 1-2 playars 

A bit second-division. With only one 
player it gets dull quickly. 

70% £25 (Issue 8) 


> ZONE ialrcc 1 player 
With only four short levels this mazey 
blaster won't entertain for long. 

68% £25 (Issue 4) 

FORTRESS OF FEAR 

Acdaim/Rarc 1 player 

A platform collect 'em up with good 

gameplay but no passwords. 

84% £20 (Hsue 2) 

GARGOYLE'S QUEST 

Sunsoft 1 player 

Variety, challenge and good looks, 

This needs brainpower and reflexes. 

76% £25 (Hsue 3) 

GAUNTLET 2 Mindscape 1-2 player* 

A faithful conversion, but it's a bit of 
a pain on the small screen. 

41% £20 (Issue 3) 

GEORGE FOREMAN'S KO 
BOXING Acclaim 1 player 

What can we say? Er... Don't buy itl' 

20% £20 (Issue 14) 

GHOSTBUSTERS 2 I 

Activlsion/HAL Laboratory 1 player 

Slkk gameplay, and controlling two 
characters at once makes it different 
85% £20 (Issue 4) 

GOLF Nintendo 1-2 players 

Evetythlng you could ask for is here. 
Including two-player link and battery. 

92% £20 (Issue 1) 


/ 


94% 

(Issue 1) 

TENNIS 

Nintendo 

1 2 players 

£20 

What a racquet! This is easily 
the best sports sim available 

on the Game Boy. 

95% 

(Issue 1) 

PROBOTECTOR 

Konami 

1 player 

£25 

Don’t even think of buying 
another shoot 'em up until 
you’ve checked this out! 


Software Toolworks 1-2 players 

Snap this up if you can still find it - it's 
the only chess game you'll ever need! 
90% £22 (Hsue 1) 


HAL America 1-2 players 

A truly crap wrestling game. You can’t 
even tell the players apart. 

28% £20 (Issue 10) 


DVNABLASTER Nintendo 
1-2 players £25 

Kapow! This is a game 
involving running around a 
maze dropping bombs, and 
it's brilliant! 

93% (Issue 2) 

BATTLETOADS 1 rade West 
1 player £25 

The Turtles had better look 
out, cos the Toads are in 
town! Loads of different 
game styles make this fab. 

90% (Issue 11) 1 
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PARASOL STARS Ocean 
1 player £2S 

An umbrella, stuff to collect 
and bags of cuteness - what 
more could you ask for? 

92% (issue 11) 



DR FRANK EM Flite 

1 player £25 

A seriously massive game set 
in a huge mansion Plenty of 
platform adventure stuff, and 
oodles of exploring Is there a 
doctor in the house? U-huh. 


92% 


(Issue 4) 



FACEBALL 

2000 Bullet Proof Software 
1 -4 players £25 

Anyone who says that the 
maze game has had its day 
hasn't seen this! 


93% 


(Issue 5) 


SOLOMON'S CLUB Tecmo 
1 player £25 

A buildy-blocky blowy-upy 
sort of puzzler which is fun 
and tremendously addictive 
93% (Issue 7) 

NEMESIS 2 Konami 

1 player £25 

This is easily the most 
awesome shoot 'em up avail 
able on the Game Boy. 

91% (Issue 3) 
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DRAGON'S LAIR Elite 
1 -2 players £45 

Don't be put off by the old 
arcade game - this version is 
big. tough and addictive 



93% (Issue 10) 


HARMONV Accolade 1 player 

A tough game, with original pur/ling 
oameplay. Maybe a bit too hard. 

69% £20 (tuue 11) 

MIT THE ICE Talto 1 player 

At first this Ice hockey sim seems okay, 
but after a while it's deathly dull. 

50% £25 {Issue 13) 

HOME ALONE T»HO 1 player 

Wander around an empty house and 
bash a burglar every half hour. Dull. 
38% £20 (Issue 4) 

HOME ALONE 2 T«HQ 1 player 

Slightly better than the SNES game, 
but far too easy. Hardly a ‘must buy'. 
57% £23 (Issue 13) 

HOOK Ocean 1*2 players 

Fast, smooth graphics and excellent 
gameplay Lots of fun. 

88% £20 (issue 6) 

HUDSON HAWK 

Sony Imagesofl 1 player 

Looks nke. but the boring gameplay 
won't last for more than an hour. 

35% £19 (Issue 10) 

HUNT FOR RED OCTOBER 

High Tech Expressions 1-2 players 
loads of levels, but they're all very 
similar. Little resemblance to the film. 
40% £22 (Issue 5) 

HYPER LODE RUNNER 

Nintendo 1-2 players 

A classically simple platform game. 

Sad graphics, but huge playability. 
84% £23 (issue 2) 

tSMlDO Nexoft 1-2 players 

Fun to begin with, but not enough 
variety to last for long. 

68% £20 (Issue 5) 

iOC N MAC Elite 1 player 

If you're after some raw challenge this 
little monster will keep you going. 
75% £20 (Issue 14) 

JORDAN VS BIRD EA 1 player 

Three-in-one basketball sim which H 
sometimes annoying but usually fun. 
71% £20 (issue 11) 

KID ICARUS Nintendo 1 player 

An engaging little platformer, but it's 
all a bit samey. You'll soon get bored. 
68% £19 (Issue 11) 

KILLER TOMATOES 

T*HQ Inc. 1 player 

A silly scenario but quite a fab game. 
Big levels and oodles of action. 

79% £20 (Issue 9) 

KING OF THE ZOO 

Nintendo 1-2 players 

Entertaining ball-rolling bash 'em up. 
Cute looks and masses of playability. 
87% £25 (Issue 1) 

K IRBY'S DREAMLAND 

Hal Labs 1 player 

An original idea, and it looks pretty, 
but it's far too easy. Shame. 

39% £20 (Issue 12) 


KRUSTY'S FUN HOUSE 
Acclaim 1 player 

A puzzler with simple design but tons 
of gameplay. Playable and well done. 
B4% £25 (Issue 13) 

KW1RX Acclaim 1-2 players 

Fiendishly hard puzzler, but so 
playable you'll be battling for ages 
78% £20 (issue 1) 

LEMMINGS Ocean 1 player 

The graphics are a bit dodgy but this 
is still as fun and addictive as ever. 
90% £25 (issue 14) 

LOONY TUNES SunSoft 1 player 
Annoying scrolling levels, but brilliant 
animation and great action. 

80% £22 (Issue 13) 

MCDONALDLAND Ocean 1 player 
Fun for a while, but frustrating in the 
long run and desperately unoriginal. 
66% £25 (Issue 14) 


SUPER TENNIS Nintendo 
1 -2 players £40 

Nintendo really got >t right 
when they produced this 
spiffing sports sim It's got 
loads of moves and it's brill. 



96% (issue 5) 


MARBLE MADNESS 

Mindscape 1-2 players 

Graphically great and very playable, 
but it's too small and too dated. 

31% £20 (Issue 4) 

MARIO AND YOSHI 

Hudson Soft 1-2 players 

Fantastically simple, but guaranteed 
to draw you in and not let you go. 
80% £20 (Issue 15) 

MAX Infogrames 1 player 

An average platformer with some nke 
ideas but disappointing graphics. 

57% £25 (issue 14) 

MEGA MAN 3 Capcom 1 player 

A challenging blast which is nothing 
new but is still addictive and fun. 

83% £22 (Issue 16) 


TOTAL! ISSUE 


MERCENARY FORCE 

Nintendo 1 player 

Tough, different but ultimately 
tedious scrolly lefty-righty game. 

54% £20 (Issue 9) 

METROID 2 Nintendo 1 player 
Too big. empty and bland. Not 
enough action for most gamers. 

66% £25 [Issue 8) 

MICKEY MOUSE/BUGS BUNNY 2 

Kemc o/Selka 1 player 

A pretty and fairly varied platformer 
which is sneakily addictive. 

80% £28 (Issue 14) 

MICKEY'S DANGEROUS CHASE 

Capcom 1 player 

A non-eventful. sad excuse for a plat¬ 
former Very bland early stages. 

38% £22 (Issue 9) 

MISSILE COMMAND 

Accolade 1-2 players 

Poor control method and lame visuals 
mean this falls short of the target 
49% £22 (Issue 7) 

MOTOCROSS MANIACS 

Palcom 1-2 players 

Fast 'n‘ furious action make this race 
’em up totally addictive. 

91% £23 (Issue 6) 

MOUSETRAP HOTEL 

Milton Bradley 1 player 

Sad platformer with an uncontrollable 
character and repetitive gameplay. 
47% £20 (Issue 13) 

MR DO Ocean 1 player 

Nigh-perfect conversion of the highly 
addictive and cerebral maze-muncher. 
80% £22 (issue 10) 

MYSTERIUM First Star 1 playar 

Adventure-cum-maze game with 
added shooting. Works pretty well 
79% £30 (Hsue 11) 

NAIL If SCALE 

Data East 1 player 

A tedious puzzle game which Is more 
annoying than challenging. 

32% £19 (issue 10) 

NAVY SEALS Ocean 1 player 

Run-along-and-shoot 'em up with 
good blasting gameplay 
79% £25 (Issue 2) 

NEMESIS Konami 1 player 

if you like classy blasters then add this 
one to your collection immediately. 
92% £20 (Issue 2) 

NEMESIS 2 Konami 1 player 

Just as brilliant as its predecessor 
Tough but intensely playable 
93% £25 (issue 12) 

NINTENDO WORLD CUP 

Nintendo 1-2 players 

More oddball than football. Looks, er. 
interesting, but lacks excitement 
64% £20 (Issue 1) 

OTHELLO Nintendo 1-2 players 

Wipes the dust off the ancient board 
game and brings it bang up to date 
92% £20 (Issue 2) 

p ACM AN Namco 1 *2 players 

Basic gameplay and fiddly control. 
Definitely showing its age now. 

51% £23 (Issue 7) 

PAPERBOY Nintendo 1-2 players 

This game gets a lot of fans. Dunno 
why - it's as dull as the Sunday Times. 
77% £20 (Issue 3) 

PAPER80Y 2 Mindscape 1 player 
Virtually identical to the first game 
and just as lame. 

50% £23(lssue 10) 

PARASOL STARS Ocean 1 player 

Don't let the cute looks fool you - this 
arcader's tough and very playable. 
92% £25 (Issue 11) 

PAROOfUS Palcom 1-2 players 

A standard shooter at heart, but it 
looks fab and is plenty of fun. 

83% £25 (Issue 10) 

PIT FIGHTER T*HQ 1 player 

This has a massive five opponents and 
a grand total of three fighters. Hmm. 
27% £23 (Issue 10) 

POPEYE 2 Hudson Soft 1-2 players 

Honest little platformer with no frills 
but fast graphics and good gameplay. 
82% £25 (Issue 15) 

POP-UP Infogrames 1 player 

Basic, five minutes-at-a-time puzzle 
game, but jolly enough in its own way 
61% £25(lssue 14) 

PRINCE OF PERSIA 

Virgin 1 player 

A bit superficial, but well-designed, 
nice-looking and great fun to play. 
83% £23 (Issue 8) 


PRINCE VALIANT Ocean 1 player 
An absorbing and playable bash 'em 
up. Best by far as a head-to-head. 

71% £29 (Issue 14) 

PROBOTECTOR Konarrv 1 player 
Would-be Arnles won't find a better 
blaster on the Game Boy than this. 

92% £20 (Issue 8) 

PROPHECY GamcTek 1 player 

Big and varied platform game, but it's 
too tough and the action's patchy. 

51% £23 (Issue 11) 

THE PUNISHER EA 1 player 

Simitar to Operation Wolf but too 
samey and too annoying. 

49% £20 (Issue 14) 

Q*BERT ialeco 1 player 

Just another platform puzzler, but the 
gameplay <s timeless and addictive. 
80% £19 (issue 7) 

QIX Nintendo 1-2 players 

Guide a ship around, filling it up as 
you go. Weird but worth a look. 

81% £20 (Issue 3) 

RADAR MISSION Nint*odo1-2 player* 
This Is just like that old pen 'n' paper 
war game, Battleships. Hmm. 

53% £20 (Issue 3) 

THE RESCUE OF PRINCESS 
BLOBETTE Nintendo 1 player 

Same old aimless wandering as the 
NES version, and just as dull. 

55% £20 (Issue 2) 

REVENGE OF THE GATOR 

HAL Laboratory Inc. 1*2 players 

Ace pinball sim with smooth graphics 
and an arcade's worth of features. 
85% £20 (issue 1) 

ROBOCOP Ocean 1 player 

Entertaining and challenging enough, 
but too slow to be brilliant. 

74% £20 (issue 1) 

ROBOCOP 2 Ocean 1 player 

Unoriginal, but it's got nice graphics, 
great tunes and nifty sub-games. 

86% £22 (Issue 10) 

ROBIN HOOO Virgin 1 player 

Great graphics and lots of slashy bits, 
but if you don't like RPGs. forget it. 
74% £25 (Issue 15) 

R-TYPE Irem 1 player 

One of the all-time classic shoot 'em 
ups. Plenty of frantic blasting. 

86% £22 (Issue 1) 

R-TYPE H Irem 1 player 

A very smart version, and technically 
even better then rts predecessor. 

68% £25 (Woolworths) (Issue 14) 

SIDE POCKET Data East1*2 players 

This pool game's okay with two 
players but is otherwise disappointing 
59% £20 (Issue I) 

SKATE OR DIE (BAD TT RAD) 
Konami 1 player 

Sufficiently different from the NES 
original to make it rather fab. 

76% £20 (Issue 2) 

SNEAKY SNAKES Tr 4 dewe«1*2 player* 
The GB version of NES Snake, Rattle, 


SNOOPY’S MAGIC SHOW 
Kemco 1-2 players 

With dear, simple graphics, this is 
great on the move. Too easy, though 
71% £25 (Issue 6) 

SOCCER MANIA 

Sony Imagesoft 1 player 

A very sad soccer sim. with appalling 
control and indistinguishable players. 
13% £22 (Issue 11) 

SOLAR STRIKER Nintendo 1 player 
A playable top-to-bottom shooter, but 
let down by crude visuals. 

72% £18 (Issue 1) 

SOLOMON'S CLUB 
Tecmo 1 player 

Stunning puzzle game which brain- 
boxes and arcade fans alike will enjoy. 
93% £20 (Issue 7) 

SPCFDBALL 2 Mindscape 1 player 
A poor version of the classic game. It's 
too slew and the targets are unclear. 
51% £25 (Issue 16) 

SPIDER-MAN II 

FCVPony Canyon 1 player 

A playable lime platformer, but not 
real// of superhero proportions. 

69% £23 (Issue 9) 

STAR SAVER Taito 1 player 

A tedious game with weedy visuals 
and formulaic gameplay 
34% £18 (Issue 7) 

STAR TREK Ultra Games t player 
This has loads of levels and nice 
graphics, but the gameplay's lame 
57% £20 (issue 10) 

STAR WARS Seika 1 player 

An oldie, but a frantic megablast and 
ideal for a swift pick up ’n’ play 
80% £40 (issue 12) 

SUPER HUNCHBACK 

Ocean 1 player 

Brilliantly animated platformer with 
dreamy gameplay and loads of extras. 
90% £20 (issue 7) 

SUPER KICK OFF Anco 1 player 

Quite simply the best footy game 
available for the Game Boy. 

77% £25 (Issue 6) 

SWAMP THING T*HQ 1 player 

Poor excuse for a platformer, despite 

its environmental message 

21% £22 (Issue 14) 

SUPER MARtO LAND 

Nintendo 1 player 

A cracking play, with all the class of its 
full-size counterparts. 

94% £20 (Issue 1) 

SUPER MARK) LAND 2 

Nintendo 1 player 

ThK has all the usual Mario stuff, but 
it's not really up to scratch 
70% £25 (issue 12) 

SUPER OFF ROAD Tradewest 1 player 
Even weaker than the SNES game 
Slow, uncontrollable and frustrating 
16% £23 (Issue 13) 

SUPER RC PRO-AM 

Nlntendo/Rarc 1-4 players 

Great fun for four players but gets 
tiresome if you’re on your own. 

87% £25 (Issue I) 


TAIL 'CATOR Natvume 1 player 
A brilliant little arcade platformer. 

The levels are varied and It looks ace. 
86% £19 (Issue 11) 

TENNIS Nintendo 1-2 players 

Superb control and perfect graphics 
You'll never pick up a racquet again! 
95% £19 (Issue 1) 

T2 - THE ARCADE GAME 

UN 1 player 

If you can ignore the sameyness, you'll 
love this action-packed mayhem. 

71% £25 (Issue 13) 

TERMINATOR 2 

Acdaim 1-2 players 

A neat game with spiffy graphics and 
all the best bits from the film. 

80% £23 (Issue 3) 

THEY TOON ADVENTURES 
Konami 1 player 

Some of the cutest graphics you'll ever 
see. A very playable platformer. 

89% £23 (issue 9) 

TIP OFF Imagineer 1 player 

A basketball sim which isn't that orig¬ 
inal but does the job nicely. 

78% £25 (issue 13) 

TTTUS THE FOX Titus 1-2 player 

An average platformer, but the two- 

player link-up option is nice 

71% £30 (issue 16) 

TOP GUN - GUTS AND GLORY 
Konami 1 player 

Easy to team and loads of missions, 
but the air combat is substandard. 
60% £25 (issue 15) 

TRACK MEET Interplay 1 player 

Well-designed athletics sim which has 
nothing new to offer but is still fun. 
64% £20 (issue 9) 

TRAX HAL Labs 1 player 

A blaster with almost no action, Sad. 
32% £22 (Issue 10) 

TURN AND BURN 

Absolute Entertainment 1 player 

A feature-packed, realistic flight sim. 
with clean and detailed graphics 
80% £24 (Issue 15) 

TURRICAN Accolade 1 player 

Massive and very challenging shoot 
'em up. Almost as slick as on the NES. 
79% £20 (issue 5) 

TURTLES (FALL OF THE FOOT 
CLAN) Konami 1 player 

A great beat ’em up, especially If 
you're a Turtles fan. 

91% £23 (issue 1) 

TURTLES 2 (BACK FROM THE 
SEWERS) Konami 1 player 

A fine sequel to the first game, with 
more variety and a tougher mission. 
84% £23 (Issue 6) 

ULTIMA 

FCI/Pony Canyon 1 player 

It's a bit too easy to die, but this Is a 
huge RP6 which you’ll want to finish. 
84% £26 (Issue 12) 

WAVE RACE 

Nintendo 1 player 

Not the best racer ever, but the addi¬ 
tion of water makes it interesting. 
70% £25 (hsue 16) 


'n' Roll, but it's only 2D and a bit dull. 
58% £20 (Issue 4) 



hop attack! 


■war 


If you're playing Nintendo, you could fall victim to the GOTCHA Squad! 


'Flasher' Beaven strikes 
again! Look out - he 
could be lurking with 
his trusty Instamatic in 
an arcade or games 
shop near you! 


SEVENTEEN MAY 1993 


This month's victim: 
Amal Patel 
Swindon 

Amal grimaces as he feels 
the full force of jimbo's 
bad breath. 
























WORDTRIS Spec. Holobyte 1 player 
A poor imitation of Tetris and un¬ 
exciting In the extreme. 

44% £25 (Issue 16) 


ORAKKHEN nfogrames 1 player 
An RP6 which gives you four charac¬ 
ters to control but Is too methodical. 
64% £45 (Issue 14) 


PAROOIUS Konami 1 player 

A fun shoot 'em up with plenty to get 
your teeth Into. Too easy, though. 
87% £54 (issue 9) 


WORLD CIRCUIT SERIFS 

Konami 1-4 players 

A good, playable racing sim. The FI 

tracks are fiendishly hard 

75% 0»ue 9) 

WWF SUPERSTARS 
UN 1*2 players 

Beautiful graphics and heaps of neat 

moves, but it's far too easy 

49% £25 (Issue 4) 

WWF SUPERSTARS II 
UN 1 player 

This has nothing n#w to offer and is 

ridiculously uncontrollable 

44% £23 (Issue 11) 

XENON 2 Mindscape 1 player 

A polished conversion of a classic 
shooter, but it*« looking dated now. 
69% £23 (Issue 13) 



ACTRA1SER FNIX 1 player 

An arcade slash 'em up with lovely 
graphics and loads of atmosphere 
91% £40 (issue 12) 

THE AODAMS FAMILY 

Ocean 1 player 

Slick arcade adventure which is good- 
looking and a hell of a challenge 
70% £40 (Issue 8) 

ANOTHER WORLD Interplay 1 player 

Technically stunning and potentially a 

classic, but It's too easy 

74% £43 (blue 17) 

AMAZING TENNIS 

Absolute Entertainment 1-2 players 
Ridiculously poor tennis sim that h 
simply unplayable A real dodo 
33 % £43 (Issue IS) 


FINAL FIGHT Capcom 1 player 
Look no further if you want a decent 
varied and colourful beat ’em up. 

78% £42 (issue 9) 

FI CVRCUS Nichrtsu 1 player 

There are loads of options here but 
the \newpoint is too confusing. 

64% £45 (Issue 10) 

PI EXHAUST HEAT Ocean 1 player 
Nice Mode 7 racetracks but the game- 
play is a complete non-starter. 

59% £45 (Issue 12) 

F-ZERO Nintendo 1 player 

This futuristic bum-up has to be seen 
to be believed I Heart-pumping stuff. 
91% £40 (Issue 5) 

COOS interplay 1 player 

A great-looking game with a nice mix 

of killing and puzzle-solving. 

80% £43 (Issue 15) 

HARLEY'S HUMUNCOUS 

AD VENTURE Masaya 1*2 players 

Poor excuse for a platformer. You'd 
be mad to spend 45 quid on this. 

45% £45 (Hsue 16) 

HOLE IN ONE rial Labs 1-4 players 

Although this only has 18 holes, the 
smart Mode 7 graphics make up tor it 
75% £40 (*»sue 11) 

HOME ALONE 2 Ocean 1 player 

This vprawfmg platformer n b«j. 
empty and comaun ncehng new 
53% £45 Ooue 11) 

HOOK Sony tmagesoft 1 player 

rf you Heed the hkn. yo«Y be disap¬ 
pointed with tho standard pl a ftonr«r 

60% 145 (Hsue It] 

JACK WOt LA US GOLF 

Trade Wert 1 player 

A pctent.ahy good game rwoad by 
slow graphics and gemep**r 


AXELAY Konami 1 player 

The prettiest alien-blaster ever, but 
the gameplay’s too patchy. 

81% £45 (Issue 11) 

RATTLE BLAZE Sammy 1 player 
A second-division slugger which looks 
good but isn't varied enough. 

59% £45 (Issue 8) 

BATTLE CLASH Nintendo 1 player 
A tedious, simplistic Super Scope 
game. Shoot robots and. er, that's it 
28% £35 (Issue 12) 

BART’S NIGMTWLARF 

Acclaim 1 player 

This looks good and is fairly varied but 
the gameplay is all over the place 
S3% £43 (Issue 12) 

8LAZEON Atlas 1 player 

A sad sideways blaster with a lack of 
aliens and shuddery scrolling 
28% £45 (Issue 10) 

BLAZING SKIES Namco 1 player 
Random gameplay, shabby graphics 
and no atmosphere. Dreadful. 

42% £45 (Issue 12) 

CASTLEVAMIA IV Konami 1 player 
A good-looking swing *n' slice 'em up 
which is a bit samey but loads of fun. 
74% £40 (issue 7) 


59% £45 Cteue 11) 

JAMES BONO J U NIOR 

T-HQ 1 player 

A ludicrous plot and gameplay that 
manages to be even worse 

42% £40 Out* 14) 

JOE 'N* MAC - CAVEMAN MHJA 

Elite 1-2 pbytn 

Uncontrollable characters and ITS too 
easy to finish, but its still playable 
72% £40 (Issue 5) 

JIMMY CONNORS TENNIS 

Ublsoft/Blue Byte 

A superb, incredibly playable tennis 
sim. Even better than Super Teona 1 
93% £50 (Issue 15) 

JOHN MADOCN *93 EA1-2 players 

Fans of American Football wont find 
a better sim than this. 

86% £43 (hsue 13) 

KA-BLOOEV Kemco 1 player 

A taxing puzzler, but not really 
worthy of the SNES's capabilities. 

69% £45 (Issue 13) 

KING OF THE MONSTERS 

Takara 1 player 

A cross between Godzilla and WWF. 
Sounds fun but the novelty wears off. 
41% £50 (Issue 10) 


CHUCK ROCK Sony Imagesoftl player 
A very bask platformer It's pretty, 
but the gameplay’s too simplistic 
61% £45 (Issue 14) 

DARIUS TWIN Talto 1 player 

A shooter which can be both action- 
packed and seriously repetitive 
62% £45 (Issue 14) 

DESERT STRIKE 1 A 1 player 

An excellent shoot ’em up with a 
great mix of shooting and strategy. 
68% £43 (Issue 13) 

DEATH VALLEY RALLY 

SunSoft 1 player 

Fab-looklng. fast and funny, but it's 
awkward and ludicrously hard. 

75% £43 (Issue 15) 

DINOSAURS REM 1 player 

Big. pretty and playable enough but 

it's all pretty standard stuff 

55% £45 (Issue 11) 


KRUSTY'S SUPER FUN HOUSE 
Konami 1 player 

A bit gloomy for a 'Fun House’, but 
good-looking and atmospheric. 

80% £40 (issue 8Q 

LEMMINGS SunSoft 1 player 

The squlllion-year-oid classic comes to 
the SNES and it's still fun and frantic 
81% £43 (Issue 10) 

LETHAL WEAPON Ocean 1 player 

Unimaginative use of a movie licence. 
A standard platform beat 'em up. 

84% £26 (Issue 16) 

MJVRIO PAINT Nintendo 1 player 
A user-friendly art and music package 
but ft’s far too limited. Disappointing. 
48% £70 (8> SNES mouse) (Issue 10) 

MUSYA Datam 1 player 

This Oriental arcade adventure has 
some neat bits but it's too boring. 
59% £45 (Issue 8) 


PGA TOUR GOLF EA 1-4 players 

A nice user-friendly golf sim, with a 
simple layout and easy-to-use menu 
69% £43 (hsue 11) 

PHALANX Ocean 1 player 

A horizontally scrolling shooter with 
all the biz, but the action's patchy. 
59% £40 (Hsue 13) 

P1LOTW1NGS Nintendo 1 player 
Stunning 30 flight s»m with visuats to 
make your eyes pop out Gorgeous’ 
91% £40 (Hsue 11) 

POPULOUS Imagmeer 1 player 

A good conversion of the old god- 
game. but the novelty's off now 

61% £45 (Hsue 12} 

POWER ATHLETE 

Kaneco 1*2 players 

Another SFU rip-off. and trs a pile of 
cade The graphics are appan.ng 
21% £45 (Issue 14) 

PRWCS OF PERSIA Coram-1 player 

Very tough aradv puzzler Lovely 
graphics and stunning animation 
64% £43 (HU* 9) 


PRO QUARTER BACK 

T>ade Wert 1-2 players 

Some mcr ‘Wu« but A doesn’t 
make A as an JUneron foot/ wn 
13% £45 (Hsue 16) 

PUSH OVER Ocean 1 player 

TncTy puzzler, out not as arcade* or 
at puzztoy m A should be. 

68% £43 (hsue 13) 

RACE BREVET ’*HQ 1 player 

FrobepJy the want 5*^5 drhnng game 
ever Fathencafib dew graphics. 

17% £43 (hsue 12) 

RAJ—A V2 Ueaaya 1-2 players 

A nrfty bert-d t hree e owmds beat ’em 
up svhch wen no prvm for originality 
67% £45 (Issue 10) 

UUEM V2 PAJTT 2 

Uawya 1*2 players 

lAc part one. wttne few bits added 
64% £45 (hsue 16) 

RIVAL TURF U*co 1-2 players 

DeHart rwo~p**y*' itto* *n’ beat 
’em w*h vgMpeed gameplay 
70% £45 (issue 9) 

R OBO CO P a Ocean 1 player 

A mayor Rsapoomtnent Poor 
grepho and noneestent gameplay 
37% £40 (Issue 12) 


IG5 Corp 1-2 players 

h np i aw t to took at. with cinematic 
backdrops and me*, drtaded sprites. 
29% £45 (Hsue 7) 


RPM RAGAC 'rv<*y 1-2 players 
More of a tou*» than a -acer - rs fa* 
too dew to get the blood rushmg 
44% £40 (hsue 9) 

skOlmccer 

American Soft Corp 1 player 

Bland scenery, bate en.-aoon and 
bog-standard ecr-on lacklustre Ruff. 
61% £45 (Hsue 13) 

SIM CTTY HmtmooVLu it 1 player 

Possibly the best £40 you'll spend’ A 
simple concept but a huge gam* 

94% £40 (hsue 7) 

SOUL BLAZER • VU 1 player 

Similar to ZeWa. and afmort as good. 
Huge, atmospher *c and pretty 
89% £45 (hsue 12) 

SPARKY'S QUEST 

Natsume 1 P*ay*r 

Not bad but hardly worth the £40 
price tag 

54% £40 (Hsue 12) 

SPIDER-MAN AND THE X-MEN 

Acclaim 1 player 

Die-hard Marvefnes may enjoy this, 
but It's a very average platformer 
67% £45 (hsue 13) 

SPINDtZZY WORLDS 

Activision 1 player 

A wonderful puzzley arcade game 
with bags of variety 
91% £45 (hsue 14) 


D-FORCE Asmik 1 player 

This vertical scroller looks basic but it 
might keep you amused for a while 
67% £45 (Issue 10) 

DRAGON’S LAM 

Elite 1-2 players 

Probably the most tortuous and atmo¬ 
spheric SNES game you’ll ever play I 
93% £45 (Issue 10) 


NHLPA ICE HOCKEY 

Electronic Arts 1-2 players 

A realistic and easy-to-leam ice 
hockey sim which plays wonderfully. 
91% £43 (Issue 14) 

PAPERBOY 2 Mmdscapel-2 players 
Almost as bad as doing the real thing 
and just as tedious as Paperboy 1 . 
32% £40 (Issue 10) 


STARW1MG Nintendo 1 player 
Also called StarFox. this FX chip gam* 
is the best shoot ’em up ever seen i 
96% £50 (Issue 10 

STREET FIGHTER N 

Capcom 1-2 players 

Sound, graphics and gameplay in 
harmony. The best beat ’em up ever! 
94% £65 (Issue 8) 



Life In the TOTAL office. *6. Jim and 
Chris carry out a daring escape while 
nberieutnant Janratt's back is fumed. 


STRIKE GUNNER Actlvhionl player 
A scrolling shooter with nice-looking 
ships but tedious gameplay. 

51% £45 (Issue 12) 

SUPER ADVENTURE ISLAND 

Hudson Soft 1 player 

Ignore the groovy rave-style tunes - 
this is a very basic platformer 
40% £40 (Issue 11) 

SUPER ALETTE Toho/Compiiel player 
Forget Axelay - If it’s vertical scrolling 
shooters you're after, this is the biz I 
•5% £45 (Issue 12) 

SUPER BATTLETANK 

Absolute Entertainment. 1 player 

Like Desert Strike, but with tanks. 
Unlike Desert Strike, it's tedious. 

50% £40 (Issue 14) 

SUPER BUSTER BROS. 

Capcom 1 player 

A Pang conversion which, with no 
two-player mode, doesn't really work. 
57% £50 (Issue 14) 

SUPER DOUBLE DRAGON 

Tradewest 1 player 

Decent graphics, but, like the other 
DD games, there’s no challenge. 

61% £45 (Issue 12) 

SUPER GHOULS IT GHOSTS 

Capcom 1 player 

Lovely scenery and a challenge to 
knock your socks off. 

87% £40 (Issue 11) 

SUPER KICK OFF Ancol-2 players 
Too fast, too wHd and control is too 
cumbersome. Super Soccer's still best. 
49% £4S (Issue 14) 

SUPER MARIO KART 

Nintendo 1-2 players 

A highly original racing collect 'em up 
with Mode 7 split-screen tracks 
82% £40 (Issue 11) 

SUPER OFF ROAD 

Tradewest 1-2 player* 

Weedy cars and samey tracks. Only 
any good as a head-to-head. 

53% £45 (issue 7) 

SUPER PLAY ACTION FOOTBALL 

Nichitsu 1-2 players 

Far too complex and uncontrollable 
for novices Try John Madden instead. 
53% £45 (Hsue 11) 

SUPER PROBOTECTOR 

Konami 1-2 players 

Unbelievable graphics and out-of-this- 
world gameplay. Incredible stuff I 
88 % £45 (Issue 9) 


SUPER STAR WARS 

Nintendo 1 player 

A fine platformer. Gorgeous graphics 
and awesome sound, but lacks variety. 
87% £50 (Issue 15) 

SUPER SOCCER Nintendo 1 player 
Great visuals, a choice of teams and 
flexible controls, but it's unrealistic. 
80% £43 (Issue 6) 

SUPER TENNIS Nintendol-2 players 
One of the most playable and realistic 
tennis sms ever! 

96% £40 (issue 5) 

SUPER WWF Acclaim 1-2 players 

Even if you hate wrestling this’ll wow 
you. It looks and sounds great. 

81% £40 (Issue 6) 

STVAUON JVC 1 player 

This is utter crap. Don't buy it. 

20% £45 (Issue 16) 

THE MAGICAL QUEST 
STARRING MICKEY MOUSE 

Capcom 1 player 

Graphically stunning but the life span 
leaves something to be desired. 

81% £50 (lisue 13) 

THE IREM SKINS GAME 

Irem 1-4 players 

Ignore the rather odd title - this H just 
another golf game, and it’s dull 
64% £45 (Issue 13) 

TOP GEAR KemcQ/GremUnl-2 players 
A fast, furious and fun racer The 
Mode 7 graphics are exceptional. 

93% £40 (issue 9) 

TRUE GOLF CLASSICS 

T&E Soft 1-4 players 

If it's realistic rather than playable 
golf you're after, give this a whirl. 
72% £42 (Issue 11) 

TURTLES IN TIME Konami 1 player 
Good-looking and occasionally quite 
fun, but it won’t get the pulse racing. 
63% £50 (hsue 10) 

ULTRAM/UM Bandai 1 player 

Poor animation and an almost total 
absence of gameplay. Dire. 

26% £45 (Issue 11) 

UN SQUADRON Capcom 1 player 
Horizontal scrollers don’t come much 
better than this. 

92% £43 (Issue 10) 

Mindscape 1 player 

An alien-blasting flight sim with stun¬ 
ning graphics and thrilling combat 
89% £45 (Issue 14) 


ZELDA III Nintendo 

1 player £40 

The toughest adventure you’ll 
ever encounter on your 
Nintendo. It's brilliant! 



91% (Issue 11) 


TOP GEAR Kemco/Gremlin 
1*2 players £45 

With serious speed, nitro injec¬ 
tions and a heavy challenge, 
this is in a class of its own. 

93% (Issue 9) 

STREET FIGHTER ■ Capcom 
1 -2 players £65 

So, what's all the fuss about 
this Street Fighter II. then? 

Play it and you'll find out! 



SUPER SMASH TV Acclaim 
1-2 players £45 

Can you handle this blood 
bath of a game? Super Smash 
TV is definitely not for wimpsl 
93% (Issue 8) 



UN SQUADRON Capcom 
1 player £45 

For awesome graphics and 
action that will blow your 
mind, put your trust in the UN! 


94% 


(Issue 7) 


JIMMY CONNORS TENNIS 

Blue Byte/Ubi Soft 
1-4 player £45 

A real pro’s tennis game The 
four-player option is ace. 

93% (Issue 15) 

SIM CITY Nintendo/Maxis 
1 player £40 

A top-notch strategy game 
which is not only very intellec 
tually taxing but also a whole 
load of fun to play 


SUPER R TYPB Nlntendol-2 playwi 
Stunning graphics, but let down by 
shallow gameplay. 

71% £40 (Issue 6) 

SUPER SCOPE Nintendo 
The SNES version of the Zapper. Fun 
for a while, but not really worth it. 
43% £50 (tsue B) 


SUPER SMASH TV 

Actlajm 1-2 players 

Stupendously brutal, thrilling and 
rock-hard! The ultimate shoot ’em up! 
93% £40 (Issue 8) 

SUPER SWTV S. Curve 1-2 players 

A dassic SNES top-down Waste* Be 
warned - It's incredibly tough! 

83% £45 (issue 16) 


WORDTRtS Interplay 1*2 players 

A nicely done puzzler, but it's not 

exciting or addictive enough 

61% £45 (issue 15) 

XAHDION Asmik 1 player 

Everything about this platform shoot 
'em up is naff. Avoid like the plague I 
27% £45 (Issue 9) 

X-ZONE Kemco 1-2 players 

The best blasting Super Scope game 
to be released so far. 

70% 145 (Issue 16) 


ZELDA III - A LINK TO THE 
PAST Nintendo 1 player 

Fantastic adventure that’s big. atmo¬ 
spheric. and very tough. A real taster, 
93% £43 (Hsue 11) 


SUPER MARtO WORLD 

Nintendo 

1 -2 players £40 

The kmg of platform games 
appears in a real stonker here 
An almost perfect game 
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REPAIR SERVICE FOR ALL 
COMPUTERS, HAND-HELDS 
& CONSOLES, CALL FOR 
ADVICE & PRICES. 

SNES 

STREETFIGHTER 
PACK £155.99 
SNES AS ABOVE 
PLUS UNIVERSAL 
CONVERTOR 
Cl 50.99 

GAMEBOY 
FREE SMART 
BOY CASE 
WORTH £7.99 
ON SELECTED TITLES. 
CALL! 

GAMEBOY PRICES 
C23.99 Inc CASE 


DC 

S 


SNES TITLES 

SUPER STAR WARS. 
ADDAMS FAMILY. 

.-...CALL 

.43.99 

AMAZING TENNIS..... 
AXELAY. 

.43.99 

... .43 99 

STAR FQX__ 

DESERT STRIKE. 

.-...CALL 

.43.99 

JOHN MADDEN 93. 

J. NICKLAUSGOLF. .. 

MARIO KART. 

MARK) BUNT. 

LEMMINGS. 

BATTLECLASH. 

... 43,99 

. 43.99 

.43.99 

.49 99 

.43.99 

.4399 

CHUCK ROCK. 

.43.99 

PLUS MANY MORE TTTLE8 


PAP £1 50 GAMES £6.50 CONSOLES 
PLEASE MAKE CHEQUES & P.O S PAYABLE TO 

D.C.S 

WE RESERVE THE RIGHT TO CHANGE PRICES E&OE 


DOWTON 
COMPUTER 
SERVICES 
11 CLYDE HOUSE, 
93 SURBITON ROAD, 
KINGSTON KT1 2HW 
7 DAYS 9am - 9pm 

SCOPE GUN & 
GAMES 

SCART LEAD 

£1399 
AUDIO LEAD 

€9.99 

SN PRO PAD CLEAR 

£13.99 

SEND STAMPED 
ADORESSED ENVELOPE 
FOR FREE LIST 




SUPER NINTENDO 
0839 66 44 15 




SEGA MEGA DRIVE 
***& 0839 66 44 16 


tfnrtlvNIKE AIR JORDANS 
0839 07 07 50 


BIG CASH PRIZES TO BE WON! 


£ 1,000 

WITH 

TELEPHONE 

BINGO 

10839 03 03 18 


MOVIE TRIVIA QUIZ 
0839 66 44 04 



BIG MONEY GAME 
0839 66 44 OS 


WIN £100 IN 2 MINUTES! 
CASHCADE 
0839 03 03 17 



21 

25 

27 

28 

32 

34 

35 

39 

43 

44 

47 

48 

51 

52 

55 

57 


Calls cost 36p per min cheap rate 48p all other times. Quest el PO Box 3000 N20 9RB 



081 335 4224 

New Shop Open at 22 Central Road, Worcester Park, 

US SUPER NINTENDO (SCART) ... 1 PAD ... NO GAME 



STREEinCHTlR It (US).... 
THUNDER SPIRITS (11$).. 

ARCANA (US).. 

CAST! FVANIAIV |US). 

1URI!L$IV(US>.. 

POPUiOUS IDS). 

CRAWL’S IB (US).. 

MARIO KART (US) _ 

SOUL BLAZ£R lUS).- 

AttlAY (US).. 

ft EXHAUST HEAT (JAP).. 

ACTION REPLY PRO. 

ISK1N fXXf .. 


.....144 00 D)NO CITY .US)....____£42.03 

,..„£4J00 PCACOtf (USl... 14600 

_U300 MYSTICAL Ql.if ST (US) . £40 OD 

.f42.00 DEATH VAUEY RALLY (US). i 471)0 

.U5 00 MICKfY’S MAQCA1 QLCST (US) -.£5100 


KING Of THE MONSTERS. 

FINAL FIGHT GUY . 

KX AND MAC _ 

moA m.—_ 


.£58.00 SUPLR WRESTUMANIA (US... 

142 00 CONTRA Wit IS) - .. 

... £40.00 CASTLEVANIAIV (JAP) .... 

. JEW 00 PHOT WINGS (US). 

_£46.00 LEMMINGS HAP). . 

. 134.00 R060C0P IlllUSf .. 

—...£37.00 TOP GEAR (US) _ 

.145.00 AXLELAYOAP) ___ £4200 NHIPA'S3(U5 

.144.00 SUPER PLAY ACTION FOOTBALL-... £4400 MUSYA.. 

. £46.00 PAROOILISOAP) .. 14500 HUNT FOR RFD OCTOBTR... 

.£45.00 PHALANX (US) ... 146.00 HARLFY'S H UMONGOUS _ 

144.00 WINC, II (US) ___ 14300 ■ 


.14500 GGOSfUSl 
-I40QO LETHAL WEAPON lUSl... 


ADVENTURE... 


-148.00 

.._.£47.fl0 

.£48.00 

.£48.00 

.£46.00 

.146.00 


.—146.00 DESERT STRIKE (US) _ 146.00 SUPER STAR WARS (US- ... £64.00 

...146.00 HOOK (US .-.-. -144.00 SUPER MARIO KART (UK).. 

...149.00 AMAZING TENNIS illSl- 
-.142.00 NCAA BASkETBALL (US)_ 


,_X39jOO 

.14400 UNCHARTERED WATERS.£53.00 

.142.00 STAR FOX |U$) __ £72.00 

..142.00 STRIKE GUNNER (15). ... 14200 TINY lOONS (IJS) .. £48.00 


Super Nintendo Converter (Puys Star Fox) ... £12.00 - £10.00 whin purchased with any games 

OTHER TITLES AVAILABLE AT BEST PRICES. PART EXCHANGE WF.ICOME. 
SECOND HAND GAMES IN STOCK. RING FOR HTLES/PRICES. 

All. GAMES INCLUDE POST AND PACKING. CONSOLES £5.00 SHOP PRICES MAY VARY. 


TEL/FAX 

0736 

331131 


CONSOLE CONNECTIONS 

UNIT 2, OLD BAKE HOUSE LANE, 
CHAPEL STREET, PENZANCE, 
CORNWALL TR1 8 4AE 
SHOP AND MAIL ORDER ADDRESS 


TEL/FAX 

0736 

331131 

VISA 


LATEST SNES 
GAMES 

STAt FOX.CALL 

TINY TOONS.£49.99 

MF GHOST .£54.99 

• ATMAN RETURNS .£39.99 

RUSHING HAT 2.£54.99 

JACKI CRUSH.£54.99 

J0I A MAC 2.£49.99 

EXHAUST HI AT 2.£59.99 

USA 

C001 WORLD.£49.99 

PUGSIEY SCAVINGIR 

HUNT.£46.99 

STAR WARS .CALL 

WARPSPIID.£44.99 

J. CONNORS TENNIS ..£46.99 


GODS.£42.99 

CALIFORNIA GAMtS 2 £42.99 

DESERT STRIKE.£44.99 

CHUCK ROCK.£42.99 

HUNT FOR RED 
OCTOBER.£39.99 

CLASSIC GAMES 

UN SQUADRON (US)...£39.99 
MYSTICAL NINJA (US) £39.99 

WWF (US).£29.99 

CASTLE VANIA (JAP) ..£31.99 
SUPER CUP SOCCER ...£29.99 

♦HUNDREDS 
MORE ! 


GAME EXCHANGE SERVICE 

* MASSIVE SELECTION NEW 4 USED * 

* 0PEIATING FOR OVER 2 TEARS • 

* SAME DAT DESPATCH • 1ST CLASS ' 

' RILIAIILITY • Wf ARI ALSO AN (STAIIISMEO 
SHOP * 


EXAMPLE EXCHANGES 


ZELOA FOR LEMMINGS £5 ♦ £1 P&P 
CONTRA FOR ZELDA £5 4 £1 P&P 

PLEASE NOTE THESE ARE NOT STANDARO 
CHARGES FOR EVERY EXCHANGE 


ALL USED GAMES ON EXCHANGE 
CAN ALSO IE PURCHASED * 
-OVER 60 DIFFERENT USED TITLES — 

ALWAYS I" STOCK 

THE PROFESSIONAL 
EXCHANGE SERVICE 


BORED WITH YOUR OLD GAMES? _ 

CANT AFFORD TO BUY NEW ONES?_ 

NO NEED TO SPEND £30 - £40_ 

JUST SPEND £3.45 PER GAME (inc. ist class postage) AT 


elSUPERSWAP^e 


Send your Game & Instructions with your 1 st/2nd/3rd/4th 
choice swap & a cheque or postal order for £3.45 per 

§ ame with your name and address to: 

UPERSWAP, P.O.BOX 148, STOCKPORT, CHESHIRE 
SK2 6EJ. TEL: 061-419 9808 (Office Hours 10.30am - 5.30pm) 
UK & US CARTS ONLY Monday - Friday 


SEGA 

A 

MEGADRIVE MASTER 

■ 

NINTENDO 


SNES/NES 


Your game should be similar age/value to your choices. 
(Please do not send games that come free with machine) 



D , « 


*•’ A long time ago . • »• * **•*; 

. .,*•••! /n a gailaxy far, jar away—.. * . * * • 

; •• SNES Users Aad to buy their carte . * • 

.» before deciding if t hey J iked diem.* * . V 

1 • f ‘ I , * * ‘ » ’ * 1 •. '* .' | 

. :ThijigshaVe.change4 . 

• * View a cart frtr ^ weeR - then decide. . . * 

Membership is £5.50 per year .. * 

. YiewfngS are.jpst*£5.‘D0 per cart. . * 


. ..Competitions,discounts, y : . . 

n<*waiidused.carts(UK andUS)* ■ 

• • at prices ihat«are out*of this.world ! J ’ • . ■" : 

’For furttei*details..'. * * 
*aptl an applicatiop form. y. < 
’ • . * . send - yoifl* name an4 address. * ‘ *• • 

• *. V • * . bn a postcard to: • i. * • ' * y 

' • « i 1 * ' « ' 6 « * ' 

• .... : .. 6 ' .t • J ■ 1 


• • 


« • # * 


< i 


Also join our Swap Club •'membership Absolutely free. 
, * Each swap just £3.1 J) *,-'*»* * . 


r ‘ Hundreds of titles Yo. vje\k lneiiSding '•••*, 
St JPE^'STAk WARS & DESERT STRtKfc • 


★ GAMESTAR ★ 

FOR FIVE STAR SERVICE 
SEGA/SNES/GAMEBOY 
4 All Accessories 


IMPORT SPECIALISTS 



KIT THOMPSON 

COMPUTER SERVICES 

13 Sadler Street (Behind Allen & 
Herris) Wells, Somerset 
Tel: 0749 670847/345725 
Fix: 0749 670847 
No Credit Cards are cashed until t he 
TEST goods are posted. 51 
““Allow 5 days to <loar cheques. 


FOR MAXIMUM 
EXPOSURE AT 
MINIMUM COST 
CALL 

TIM 

PARTRIDGE 

ON 

0225 442244 

















































































































There are more questions than answers/ that bloke sings on 
A Question Of Sport. Help us out, and there won't be! 


W e don't care what they 
say about TOTAL 
readers, we think 
you're all right In fact, we think 
you're so utterly brill, that we want 
to know as much about you as 
possible. 

We want to know your hopes, 
your dreams, your fears. The 
heartache, the - (look, will you just 
get on with the questionnaire 
please? - Steve.) 

Yes. Well, we want you to 
answer some questions for us. 
There's no money in it. no prizes, 
but you can be confident that 
you're helping to make your 
favourite Nintendo magazine even 
better than before. 

So, without further ado... 

1. Which Nintendo console(s) 
do you own. and how long 
have you had 'em for? 

a. □ Game Boy 

for.years.months 

b. Q NES 

for.years.months 

c. C1SNES 

for.years.months 

2. Do you intend buying 
another Nintendo console? If 
so, which one? 
a. ( Game Boy 
b. GNES 
c. D Super NES 


4. All right, if TOTAL'S so 
brilliant, are you going to 
subscribe, then? 

a. C/Yes! (go to question 6) 

b. □ Might (go to question 6) 

c. C No, I don't want to commit 
myself (go to question 6) 

e. C No, I can't afford the lump 
sum (go to question 6) 

f . C No, rt doesn't appear to 
offer good value (go to question 5) 

5. You're not really very bright, 
are you? 

a. G Er. no. I wouldn't know a 
good deal if it bft me. probably 

4. What are your favourite 
games, then? And on which 
machine? 

1. Game___^_ 

Machine_... 

2. Game __ ___ 

Machine _________ 

3. Game _ —.. 

Machine_ _ 

4. Game. . 

Machine 

5. Game.. 

Machine .— 

7. So, just how many cartridges 
do you own? 

I've got this many:. 


10. When you do buy a game, 
what sort of things influence 
your choice? 

(Rate each of these influences out 


of ten) 

a. Reviews in TOTAL _.../10 

b. Reviews in other mags .710 

c Adverts 710 

d. Recommended by pals ./10 

e. Depends what they have in the 

shop when I have some money 
to spend /10 

f On a hunch, or cos I 
reckon it 'sounds good' .710 


11. On average, how many 
hours a week do you reckon 
you play on your Nintendo? Go 
on, be honest! 

Sad though it sounds, I actually 
spend this long playing on my 
Nintendo:...hours 

12. Which other console mags 
do you read? Give them all a 
mark out of ten, putting them 
in order. (While you're at it, 
describe them each in two or 
three words, like 'it*s got nice 
screen shots, but the reviews 
are boring', summat like that.) 


1. TOTAL!. /10 

and it's... 

2 ./10 


3. Embarrassing secret time: 
you've got other machines 
hidden away somewhere, 
haven't you? Which ones? 

a. □ Sega Master System 

b. G Sega Mega Drive 
c L Sega Game Gear 

i Sega Mega CD 
Neo Geo 
Lynx 
Amiga 
Atari ST 
PC 
C64 

Sinclair Spectrum 
Amstrad CPC 
Kenwood Chefette 



8. That many, huh? So, just How 
often do you buy a cart? 

and it's 

3 . 

a. G Every month 

b. G Every two months 

and it's 

c G Four times a year 
d. G Three times a year 

4. . 

e. G Twice a year 

f. L/Once a year 

and it's 

9. Games are expensive these 

5. 

days, so do you regularly swap 
your old carts for new ones? 

and it's 

a. p No 

b. Q, Yes, with friends 

6. . 

c O Yes, through an 
exchange club 

and it's 


710 


/10 


/10 


/10 


13. If TOTAL isn't your favourite 
console mag, which is and 
why? What do you prefer about 
other mags? 

My favourite console magazine is 
called: 


And I prefer it to TOTAL because: 


14. How many other people 
read your copy of TOTAL, apart 
from yourself? 

This many people:... 

15. Please rate each section of 


TOTAL out of ten. 

a. Cover ...,710 

b. News ....710 

c Charts ....710 

d. Letters ....710 

e. Previews ....710 

f. Competitions ....710 

g. NES reviews ,...710 

h. Game Boy reviews /10 

i. SNES reviews ./10 

j. GB Reviews Round-up . ..710 

k. SNES Reviews Round-up . ..710 

l. TOTAL Tactix ....710 

m. TOTAL Recall ./10 

n. Next Month page . ..710 


16. If you could change 
anything about TOTAL, what 
would it be? 


I ar 
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17. What did you reckon to this 
month's free cover gift (the 
Super Mario badge)? Mark it 
out of ten, then tell us what 
you thought... 

Marks out often ...../10 

I thought ... 


18. OK, so what's the best cover 
gift TOTAL has ever given you - 
and why? 

I think the best was.. 


because: 



19. Give a mark out of ten to 
each of the following free 
cover gifts, all of which we've 
bunged at you at some time in 
the past... 


22. You can't play Nintendo all 
day, can you? What else do you 
enjoy doing in your free time? 

C? Playing sports 

□ Going to the movies 

□ Watching TV and videos 
H Listening to music 
□•Visiting friends 

□ Going to clubs or 

live bands (much better 
than dead ones, in our 
experience) 

I3i Reading books 'n' comics 

□ Playing Nintendo (that's 
all I do!) 

23. What's the worst thing 
about Nintendo consoles? 


24. Who's your favourite 
singer/band? 


25. What's been your favourite 
film over the past year? 


28. Which of the following 
radioHV stations do you listen 
to/watch regularly? 


a. Capital FM 

b. BBC Radio 1 

c. Local FM radio 

d. MTV 

e. Sky Sports 

f. Sky Movies Plus 

g. Movie Channel 

h. BBC 1 
I. BBC 2 

j. I TV 

k. Channel 4 


29. What are your three 
favourite programmes from 
the stations you ticked above? 

i. L . 

2 .i. \ ... 

3 ... 

29. Back to TOTAL now. What 
kind of thing would you like to 
see much more of in TOTAL? 
(Don't just put 'more NES/ 
SNES/Game Boy reviews.' Put 
things like 'More compos/ 
'More tips/ or 'More mentions 
of my name' or something) 


4/ 

i...<•'•* 


a. Poster 

.../10 

b. Tips book 

.../10 

c. Diary/address book 

.../10 

d. Postcards 

,../10 

e. Win 50 SNESs compo 

../10 

19. How old are you? 


1 am.years old 

20. Take a look in the mirror. 
Are you... 

a. □ Male, or 

b. G Female 

21. What is your annual 
income, more or less? 



□ Over £20,000 - and 
proud of it 

T £16,000-£20,000 

□ £12,000 - £15,999 

□ £8,000-£11,999 

□ £5,000-£7,999 

□ £1,000 -£4,999 

□ Under £1,000 

□ Pocket money (sigh) 


26. And what's your favourite 
TV show? 


17. What magazines apart from 
romputer magazines do you 
•ead regularly? 

i. Cosmopolitan □ 

Elle n 

GQ □ 

i Esquire 
>.Q 
f. Vox 
|. Select 
l. Empire 
. Melody Maker 
. NME 
(. MBUK 
. Viz 

n. Judge Dredd 

i. Red Dwarf 

j. Shoot 
a. Smash Hits 
a. Cinefex 

others. 



30. And what - you guessed It - 
would you like to see much less 
of in TOTAL? (Again, there's not 
much point in putting 'Less 


NES/Game Boy coverage/) 



And that's it! You've completed 
our quiz. Now fill in your name 
and address and stick the form in 
an envelope. If you don't fancy 
cutting up the mag, we don't 
mind a photocopy of these 
pages. Thank you very much 
indeed for your help: we really 
do take notice of what you say. 


NAME: 

.•/•••- 

ADDRESS: 


Send the whole caboodle to: 

TOTAL Questionnaire 
30 Monmouth Street. 

Bath, Avon, BA1 2BW 

Data Protection Act 

Data from this questionnaire may 
be stored on computer. Future 
may wish to pass this information 
on to third parties for their 
mailing lists. Tick the box below if 
you want your name and address 
withheld from all computer 
records arising from this 
questionnaire. 

Hmm... it would appear that 
we've got loads of room left. 
Tell you what why not use the 
rest of the questionnaire to tell 
us anything else at all about 
TOTAL you think we should 
know. Anything. Feel free... 


Okay, you can stop now. 
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Who wants to collect stamps when you 
can collect T0TALs?^4Make your life 
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ISSUE 16 • code. TOT16 
'spook. The Addam. Farn.W90 
. .... r.n NES and SNtb 


ISSUE 1 • code: Tft^ 
IS: -- 


SOLD 

ISSUE 3 • code: TOT3 

It’S lut*r> - _ CPW* 'JVWn 

Te. | al jA^ 1 * -.— *»«! Plus Star 

Wa _. aM icd and Smash TV? 


ISSUE 4 • code: TOT4 
And now for lovers of the arts, there's 
sport! Three footy games plus your FREE 
TOTAL Door Hanger? Vowser! 


ISSUE 5 • code: TOTS 
SNES hits the UK - TOTAL gives you the 
lowdown* Plus those original Rainbow 
Islands and New Zealand Story reviews! 

ISSUE 6 • code: TOT6 
Wrestlemania on the NES and SNES! Plus 
Bubble Bobble. Hook, and your FREE 
TOTAL postcards' 

ISSUE 7 • code: TOT7 
Spooky Special? The entire Castlevania 
saga on the SNES and NES. plus FREE 
TOTAL Tacti* Note Pad 


ISSUE 8 • code: TOT8 
Street Fighter II on the SNES - four-page 
special' Plus Super Smash TV. Probotector 
on OB and FREE TOTAL Sunglasses 


• code: TOT© 

chlD OUT. > 

-...nee of Persia. 
I’ Miot Ed) 


ISSUE tO • code: TOTIO 
Cop our Robocop spesh • We got Robocop 
2 on the NES and OB SNES Robocop 3 
p ninw and FREE ftoboposter' 


ISSUE 11 < 


SOLD 


OUT*. 

,_mario Kart, 


tSSUE 12 • code: TOT12 
The Force »s with us - we've got G6 Star 
Wars. NES Empire Strikes Back and SNES 
Star Wars' Plus Super Mario Land 2! 

ISSUE 13 • code: TOTT3 
Hey. Mickey, you’re so fine! M. Mouse 
works his magic on the SNES! Plus 
Desert Strike and John Madden '93! 


TOTAL Back issues. 

Future Publishing, Somerton TA11 7BR. 
Tel: 0458 74011 



Don't miss the TOTAL 
1993 Special! 

Get the utterly quite 
good Special issue of 
TOTAL - including all 
the best reviews from 
1992 issues! 


It can be yours for 
only £3.95 


• How to complete your TOTAL collection 

Rush me the following issues of TOTAL (tick what you want) 

□ T0T3 □ T0T4 □ TOTS □ TOT6 □ TOT7 □ T0T8 □ TOTIO 

□ T0T12 □ T0T13 □ TOTH □ TOT15 □ TOTH 

I enclose £2.50 (make cheque to Future Publishing Ltd.) for each issue 
ordered. Special offer: any 3 for £6! 

Plus! Please send me the TOTAL 1993 Special at £3.95 D 

Name . 

Address . 


.Post code. 

• Now send this form (don't forget the dosh!) to: 

TOTAL Back issues, Future Publishing, Somerton TA11 7BR 



















Fed up with the monthly stampede at the newsagents to get 
your copy of TOTAL? Well, for only £22.95 you can put it all 
behind you, cos that's all it costs to subscribe to TOTAL for 
a whole year! And it's money well spent, because you get all 










1 1 P 


And then there's the option of the free 
Conix Game Boy holster... Still, whateve 
,ou choose you're a TOTAL winner! 


Get every copy of TOTAL for a whole year 
- plus a fabulous freebie of your own choice! 

• Choose that freebie • Grown-up cash-type area 

—1 TOTAL binder for holding your mags; or 
_J Konix Game Boy holster; or 
_J TOTAL enamel badge and TOTAL T-shirt* 

# Zi Dinky □ So-so _J Chunky 

• Filling-in type bit 


□ Cheque (to Future Publishing Ltd); or 

□ Visa/Access • Expiry date I T 
Card number 


Name ... 
Address 


.Postcode 

• What it costs 

□ £22.95 (UK) J Europe £39.95 (airmail) □ 
Rest of the world £51.95 (airmail) 


Signed.Date 

□ Tick if you don't want mail (special offers 
and so on) from other companies 

• The sending off part 

Send this form* (don't forget the cheque 
- if that's how you're paying) to: 

TOTAL Subscriptions, Future Publishing Ltd, 

FREEPOST, Somerton TA11 7BR 

*You don't need a stamp if posting in UK 


EC customers registered for VAT, please quote your registration number.....„.. 


Warning: you might burst with joy! 


Any problems: TOTAL Subscriptions, Future Publishing, Somerton TA11 7BR. Tel: 0458 74011 




There ought to be a 
law against Total being 
so good to you. For all 
we know, there might 
be - but that won't 
stop us! Here's all you 
have to do to make 
sure of getting every 
copy of Total for a 
whole year:- 


Choose your free gift Subscribe to 
I TOTAL and choose either. 

• Your free Game Boy Holster; or 

• The TOTAL binder - perfect for 
keeping all those issues in; or 

• The exclusive TOTAL enamel badge 
plus the exclusive TOTAL T-shirt! 


2 Fill in that easy form down there, 
ticking your choice of free gift 


3 Enclose a chequefor £22.95, or let 
us have your Visa/Access details 


4 Bung the form and cheque into 
an envelope (opening it before 
and closing it afterwards with a loving 
lick) and send it - no need for a stamp, 
we'll pay the postage - to: TOTAL 
Subscriptions, Future Publishing, 
FREEPOST, Somerton TA11 7BR 


5 Sit back and wait. Next month, in 
through your door comes sailing 
your first copy of TOTAL (not to 
mention the free gift). And they keep 
coming for 11 months after that, too! 





















Dear Newsagent, 

Please keep/deliver a copy off TOTAL 
issue 18 (June) for me. Thank you. 


Without doubt. Issue 18 of TOTAL will most 
definitely be the next issue after this one. 
And it'll be full of good stuff, too... 

On the... 


v As usual, TOTAL still has 
}■ more NES coverage than 
■J anyone else. Next month 
we'll look at Cool World, Bartman, 
Lethal Weapon and, iff we're lucky, 
The Incredible Crash Dummies! 


Plus 


Lets face it, TOTAL'S CB 
reviews are the best in the 
world. Next issue, hand-held 
gamers can look forward to 
Darkwing Duck, Miner 2049er, 
The Flintstones and, just maybe, 
Zelda: Link's Awakening. Coo! 


Usarmtnni 


Super NES players 
have plenty to be 
happy about, 

including Tiny Toon Adventures - 
Buster Busts Loose!, The Blues 
Brothers, Alien 3 and loads more! 


On the cover of 
TOTAL issue 
18, you'll find 
your own 
TOTAL/HMV 


NAME. 

ADDRESS 


NEXT MONTH 



discount card. In 
conjunction with 
vouchers in > 
the mag you'll /. 
be able to / 
get £2.50 off l t 
carts in HMV! \ 


^ . A 

Thursday^ 


May 


-be 
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there! 

















lO Beaumont Business Centre, 
Beaumont Close, Banlinry 
Oxon 0X16 7TM 

TEL: 0205 252422 FAXs 0205 263991 

STOP!! 


Q: WHY DID THE PERSON CROSS THE ROAD? 

A: TO BUY THE LATEST GAMEBOY TITLES AT THE BEST PRICES 



GAMEBOY CARTRIDGES 


TITLE FX PRICE 

ADDAMS FAMILY.£18.99 

ADVENTURE ISLAND.£18.99 

ATTACK KILLER TOMATOES.£18.99 

BALLOON KID.£18.99 

BARBIE.£18.99 

smr V SPACE MUTANTS.£18.99 

BATMAN.£18.99 

BEST OF THE BEST.£18.99 

BLADES OF STEEL.£18.99 

BUGS BUNNY.£18.99 

BUGS BUNNY II.£18.99 

BURAI FIGHTER.£18.99 

CAESARS PALACE.£18.99 

CHASE HQ.£18.99 

CHESSMASTER.£18.99 

DOUBLE DRAGON.£18.99 


TITLE FX PRICE 

NBA ALL STAR CHALLENGE.£18.99 

NEMESIS.£18.99 

NEMESIS II.£18.99 

NINJA GAIDEN.£18.99 

NOBUNGA’S AMBITION.£18.99 

OPERATION C.£18.99 

PACMAN.£18.99 

PAPERBOY II.£18.99 

PITFIGHTER.£18.99 

PRINCE OF PERSIA.£18.99 

PROPHECY VIKING CHILD.£18.99 

ROBOCOP.£18.99 

ROBOCOP II.£18.99 

RETURN OF JOKER.£18.99 

SNEAKY SNAKES.£18.99 


TITLE FX PRICE 

DOUBLE DRAGON II.£18.99 

DOUBLE DRAGON III.£18.99 

DOUBLE DRIBBLE 5 ON 5. £18.99 

DR MARIO.£18.99 

DRAGONS LAIR.£18.99 

DUCKTALES.£18.99 

ESCAPE FROM CAMP DEADLY.£18.99 

FACEBALL 2000.£18.99 

FERRARI GRAND PRIX.£18.99 

FOOTBALL INTERNATIONAL.£18.99 

FORTRESS OF FEAR.£18.99 

GAUNTLET II. £18.99 

GEORGE FOREMAN BOXING.£18.99 

GHOSTBUSTERS II.£18.99 

GREMLINS II.£18.99 

HIT THE ICE.£18.99 


TITLE FX PRICE 

SIDE POCKET.£18.99 

SNOOPYS.£18.99 

SOCCERMANIA.£18.99 

SOLOMANS CLUB.£18.99 

SPEEDBALL II.£18.99 

SPIDERMAN II.£18.99 

STAR TREK.£18.99 

STAR WARS.£18.99 

SUPER HUNCHBACK.£18.99 

SUPER MARIOLAND. £18.99 

SUPER MARIOLAND II.£18.99 

SUPER RC PRO AM RACING.£18.99 

TAIL GATOR. £18.99 

TENNIS.£18.99 

TERMINATOR II.£18.99 


TITLE FX PRICE 

HOME ALONE.£18.99 

HOME ALONE II.£18.99 

HOOK.£18.99 

HUNT FOR RED OCTOBER.£18.99 

KICK OFF.£18.99 

KLAX.£18.99 

LOONEY TUNES.£18.99 

MARBLE MADNESS.£18.99 

MEGAMAN II.£18.99 

MEGAMAN III.£18.99 

MERCENARY FORCE.£18.99 

MICKEYS DANGEROUS CHASE.£18.99 

MONOPOLY.£18.99 

MR DO.£18.99 

NAVY SEALS.£18.99 


TITLE FX PRICE 

TERMINATOR II ARCADE.£18.99 

THE FLASH.£18.99 

THE PUNISHER.£18.99 

TINY TOON.£18.99 

TOM & JERRY.£18.99 

TRACK MEET.£18.99 

TURRICAN.£18.99 

TURTLES FALL OF FOOTCLAN.£18.99 

TURTLES II.£18.99 

WWF SUPERSTARS.£18.99 

WWF SUPERSTARS II.£18.99 

WORLD CUP.£18.99 

YOSHI.£18.99 


NAME. 

ADDRESS.. 


.POST CODE 

TEL. 

TITLE..PRICE. 

TITLE.PRICE. 

VISA/SWITCH/ACCESS NUMBER P&P.. 

IQ 


lllli:ill 


TOTAL. 


V L 


SWITCH ISSUE NO:..._... 

EXP DATE.SIGNATURE.... 



PLEASE MAKE CHEQUES 
AND POSTAL ORDERS 
PAYABLE TO FX DIRECT. 
PLEASE ADD Cl.00 PER 
ITEM P&P. PLEASE ALLOW 
5 WORKING DAYS FOR 
CHEQUE CLEARANCE 
E & OE 


NOW WALK THIS WAY 7 
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